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The first issue of PLATINUM ULTIMATE PC features 100 reviews 
of the very best PC games, such as 
Quake II and Tomb Raider IP. 


Crammed on to this first PLATINUM ULTIMATE CD you will find all the very best playable demos 
released over the last year. There s fifteen demos in all. covering the highest ranked games in our 
reviews round-up (except for Unreal, which is replaced by StarCraft) 

This CD runs exclusively on Windows '95. If you have Autorun activated then the CD will automatically boot up. 
Otherwise go to the Windows menu and select run. Now type in D:\ultimate.exe. substituting D with the letter of your 
CD-ROM Drive. 


elcome to the very first issue 
of PLATINUM ULTIMATE PC. 


Packed into the next 120-odd pages 
you will find reviews for what we 
believe to be the top 100 
released over the last year. The 
PC games market has been 
thriving throughout 1997 and 1998, 
what with classic games like Quake 
II. Tomb Raider II, Unreal and Age of 
Empires heralding the PCs emergence 
as the premier games machine. 

Which one do we rate best 


though? Read on and you’ll find 
exactly which games belong in 
our Top 100 and the order in 
which they come. No doubt 
not everyone will agree 
with our order of merit, 
so if you think you can do 
better, why not drop us 
a line listing the games 
you believe should be in 
the top ten? Send 
these, along with any 
general comments 
and queries you may 
have, to: PLATINUM 


ULTIMATE PC, Rapide 
Publishing, 1 Roman 
Court, 48 New North 
Road, Exeter, EX44EP. 


ON YOUR CD 
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f Empires 


Microsoft’s finest moment! Age of Empires is a classic real-time strategy game 
with a near perfect blend of resource management and combat 


Annihilation 


Total Annihilation stole the real-time strategy crown from Command and Conquer 
with style. Dozens of units, 3D terrain and gorgeous graphics earnt it's position 


There can be no disputing the quality of the superb Unreal engine, but the game 
lacked the killer touch and couldn't quite topple the mighty Quake II 


Tomb Raider II 


Lara returned to action in this far superior sequel. New exotic locations and loads 
of new moves and enemies make this a timeless classic 


Quake II deservedly takes the title as out top game of the year with it's superb 
single and multiplayer first person perspective action. 










Pro-Pinball Timeshock _ 

PUBLISHER EMPIRE INTERACTIVE DEVELOPER IN-HOUSE PRICE £29.99 RELEASE OUT NOW WEBSITE empire.co.uk 



With this new game from Empire, pinball wizards the world over are going to be 

in for a bit of a shock - It’s actually not that bad! 



ormally the sight of a pinball 
table in the corner of my local 
boozer doesn’t catch my 
attention. Fast forward to the end of an 
evening - I’m what is known as and my 
rational judgement has disappeared. I 
stumble over to the table, eager to 
become the new resident pinball wizard 
and impress anything even remotely 
female. 30 seconds later all the balls are 
resting and I'm swearing never to waste 
my money again - until the next time. 

It’s even easier to lose interest in 
pinball games on home computers. 
They can never truly emulate the 
alleged excitement of the real thing. In 


fact that has to be my major 
complaint with computer pinball. 
Although the movement and physics 
of the ball are impressive on many 
games, when the ball reaches the 
upper parts of the table you can’t see 
the flippers and need lightning 
reactions to operate them in time. 
Okay, so some PC pinball games do let 
you see the whole table at once and 
one of these is Timeshock. 

Pro-Pinball Timeshock is the 
second in the Pro-Pinball series and 
includes lots of features found in 
real pinball tables, such as a handy 
advanced operators menu, ball 




AS YOU CAN SEE THE TABLE IS INCREDIBLY HI-RES AND FEATURES ALL THE CLICKS. BELLS AND 
WHISTLES THAT YOU NEED TO MAKE A FIRST RATE PINBALL GAME. 
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It’s a lasting pinball game, 
mainly because its hard - 
but once you learn to 
master it, you will most 
definitely return to it again 
and again 


POSITION 

100 




search, MagnoSave and Tournament 
Mode along with many other options. 

The thing that really does set 
this pinball game apart though is 
that you can customise it, reset hi- 
scores and all in all do everything 
that you can do in a real pinball 
machine. The operator's menu holds 
all the settings for the pinball - the 
number of balls you play with, what 
time zone you start in and the sort 
of play you want (Novice, 
Tournament, Challenge or Normal). 
The fact you can actually hear the 
ball hit the glass cover as you bounce 
it around the table makes the game 
seem even more realistic. 

Plays a mean pinball 

The game features a unique table with 
a huge time crystal, which can be 
activated during play. Also included on 
the table is the Time Machine, which 
locks balls using a neat robot arm, and 
takes you on a tour through the ages 


The main aim of the game is to 
collect various crystal pieces before 
anti-time destroys everything. These 
are spread out in different time zones 
that are accessed using the time 
machine. Collecting these gives you 
access to The Dawn of Time. If the 
shockwave of anti-time reaches this 
place first, everything is destroyed, so 
your priority is to get there quickly. 

To reach The Dawn of Time you 
need to do lots of skilled shooting to 
overcome one of the most difficult 
tables yet - collect crystal pieces, 
unlock time periods, collect pieces of 
Tachyonium and most important of all, 
stay alive. You need to learn the secrets 
of the table to give you extra balls and 
those much needed extra high scores. 

This is an interesting and challenging 
pinball game that’s sure to have you 
cursing. With new things to do all the 
time, the fast and furious gameplay just 
gets better and better, and in the end 
it’s simply the best. David 
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_ 7th Legion 

PUBLISHER MICROPROSE DEVELOPER VISION/EPIC MEGAGAMES PRICE £39.99 RELEASE NOVEMBER WEBSITE www.micrsprose.ton> 



If you thought there was a worrying amount of C&C clones on the market, 

then you'd be right. The game is getting old now, 
so will 7th Legion prove to be the successor to the throne? 




he list is getting longer by the 
month: Dune 2, Command S 
Conquer, Dark Colony... There 
are so many games these days with 
basically the same idea that it’s not 
surprising that the theme is becoming 
watered down somewhat. So, when we 
find another lookalike on our doorstep, 
it’s hard to muster up sufficient 
enthusiasm for it. Even though this 
type of futuristic strategy wargame is 
so popular - and will continue to be so 
for some time - new titles are bound 
to be heavily criticised for being 
unoriginal and lacking in new elements. 
So how does 7th Legion fare? 

With the big build-up supplied by the 
intro, complete with stirring narration, 
climactic soundtrack and apocalyptic 
visuals, it starts well. However, from 
then on in things fail to impress. 

The story had a lot of potential 
but the game fails to support it, as if 
it has been bolted on afterwards as a 
grasp at originality. Apparently, 
centuries ago (probably about now, by 
our time) the Earth's ecosystem was 
on the brink of collapse due to over 


population and scarcity. The world's 
governments decide to set up a 
Planetary Evacuation Program (P.E.P) 
which selects the privileged and most 
worthy inhabitants to populate off- 
world colonies, leaving billions behind 
to perish. Hundred of years later the 
Earth has begun to heal and the few 
remaining people on the planet have 
formed into seven legions. The events 
of the time of the P.E.P are now 
shrouded in mystery - but they know 
when The Chosen will return. 

Money Grows On Trees 

7th Legion's graphics are alright - 
although not that different from 
Commands Conquer - with risen areas 
in the landscape that you have to 
navigate around and a few indoor 
missions that give the proceedings some 
spice. The animations are quite smooth, 
though nowhere near as good as those in 
Age of Empires, and the characters 
(especially the soldiers) are a bit too small. 
The game employs the same method of 
visibility as CSC, using a dark fog which 
ebbs away as soldiers move about. 




DfiflP YQUR WEAPONS - YOU ARE SURROUNDED! COME OUT WITH YOUR HANDS UP! 



Throughout the map there are 
power-ups to collect which give double 
speed, stealth and promotion. Most of 
the rest of gameplay is also very familiar: 
build your headquarters from your Mobile 
Base Unit and then construct power 
plants (though I don't know where they 
get the energy, i.e. no Tiberium) and then 
your barracks. Once this is built you can 
increase your troops - but it all costs 
money. You have a budget at the 
beginning of the game and there are 
three ways to increase the amount of 
money you have: firstly you get a budget 
from your superiors: secondly one of the 
cards will let you steal the opposition’s 
cash, and thirdly you get money from 
kills. It’s all a bit random really, so you 
have to conserve cash all the time - 
there's no chance to mine for funds, like 
Petra-7 in Dark Colony. 


Hangars On 

Later in the missions you will be able 
to build a vehicle factory and robot 
hangars to build some of the more 
powerful vehicles. The combat is quite 
realistic and the movement of units 
quite simple (the same old 'drag the 
mouse to create a box around units’ 
technique). Everything flows quite 
nicely, and as usual the best way to 
defeat your enemy is to make as many 
units as you can and try to overwhelm 
them in one strike. 

As I mentioned earlier, the Battle 
Cards are what give 7th Legion an 
element of originality and make the 
game fun to play. You can place less 
responsibility on your troops when you 
know you can help them out with a 
God Hammer card by destroying 
everything in their path! David 
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7th Legion is one of a new 
breed of real-time strategy 
games. With elements from 
C&C and Battle Cards into 
the mix. they have created 
an intriguing hybrid 


POSITION 
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Pete Sampras Tennis 97 


PUBLISHER CODEMASTERS DEVELOPER CODEMASTERS PRICE £29.99 RELEASE OUT NOW WEBSITE www.codemasters.com 


fisyw 45 

For Pete Sampras, 1997 was a winner and this could also 

be the case for Codemasters, as the tennis star endorses 
the advanced adaptation of the PlayStation game, Sampras Extreme. 


SAMPRAS 

LOWDOWN 





t must be difficult to translate 
the power, speed and grace of 
the game of tennis onto a 
screen. Just like watching Wimbledon on 
the TV. the game seems so distant. You 
don't really feel like you’re playing unless 
you can feel the impact of the ball on 
your strings as you glide across court. 
That said, Pete Sampras Tennis '97 
proves that you can still get a lot of 
excitement out of tennis on the PC. 

The three dimensional window is the 
first step to realism, and this has been 
relatively successful. The developers have 
chosen to include a bit of the lifestyle 
that surrounds the game in order to 
enhance the gameplay, with vintage 
footage and commentators adding their 
thoughts. You can also travel to a wide 
variety of locations around the world, 
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including Spain, Hong Kong and England, 
in order to increase your rankings. 

The gameplay, the major factor in any 
simulation, is better than in any previous 
PC tennis incarnation. The serve action is 
quite realistic, though difficult to get the 
hang of initially. It involves first pressing 
your hard shot button once, which sends 
a white target arrow up the court, then 
you need to direct the arrow into the 
service box, before you press the button 
again to play the serve. All of the shots 
are smoothly executed, although some of 
the spins are a bit extreme - 
Codemasters used ’motion capture 
animation' to achieve the movements, 
similar to the method used in Actua Golf. 
The motion around the court also seems 
to be about right, for example you don't 
instantly arrive at the net when running. 


VERDICT 


Pete Sampras Tennis '97 is 
yet another sports title to 
add to Sierras fast 
expanding series. Smooth 
animation and involving 
gameplay make this buzz. 



Game, set and match... 

Unfortunately, even in high 
resolution, the graphics are not as 
sharp as expected. Codemasters 
have chosen to use cartoon style 
figures for the players, which is a bit 
of a shame for those who were 
expecting a more true-to-life 
simulation. However the 3D aspects 
and video sections add that little bit 
extra to the game. 

So, if you were disappointed about 
Tim Henman’s defeat at Wimbledon 
this year, have a go yourself, courtesy 
of the tournament winner! Miles 



Born in Washington, USA in 1971, Pete 
Sampras first achieved recognition as a 
16-year-old, and within two years he had 
reached the top 10 by winning his first 
Grand Slam title in 1990. He was also the 
youngest player to win the US Open. In 
1992 he helped the US win back the 
Davis Cup. and the following year he 
became the number one seed - a 
ranking that he has retained to this day. 




I PLATINUM ULTIMATE PC | Issue One 









































____ Pacific General 

PUBLISHER MINDSCAPE DEVELOPER SSI _PRICE £39.99 RELEASE OUT NOW WEB SITE www.ssionline.com 


PACIFIC 



Having taken a jaunt through space and the mythical lands of Aer, the General series 
returns to the more familiar stomping ground of the Second World War for Pacific 
General - the last in SSI’s critically acclaimed range of turn-based wargames. 
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I TS THE AMERICANS VERSUS THE JAPANESE A GAIN IN THE BATTLE FOR THE PACIFIC 1SI AN ns 


CHOOSE FROM A WIDE RANGE OF CHALLENGING SCENARIOS. OR TRY YOUR HAND AT ONE OF THE 
HIGHLY DEMANDING A ND EXTENSIVE CAMPAIGNS IF YOU'RE FEELING RDin _ 


For anyone who’s ever played SSI’s 
previous General games, Pacific 
General should prove very easy to get 
into. The intuitive control interface 
that made the original games so 
popular has been retained and the 
basic gameplay is also largely 
unchanged. Pacific General isn’t just a 
cash-in on the original games success 
though, it has plenty to offer for all 
wargaming fans - including those who 
already own one or even more of the 
previous General games. 

One of the features that Pacific 
General can boast over these titles is 
the option to play as either side 
(Americans or Japanese). With 
different missions and objectives for 
both sides, this gives the game added 
depth, challenge and added long-term 
appeal. Another of the features that 
really sets this title aside from its 
predecessors is the use of head-to- 
head play via modem or network. 
Previously the General games have 
only supported PBEM, but this has 
proved a painfully slow way to play. 

Combining air, land and sea 


warfare as never before and set 
within the very difficult terrain of 
the Pacific islands, Pacific General is 
certainly one of the more challenging 
General titles. With an interesting 
array of options and plenty of 
gameplay, it’s also the most enduring, 
making it a worthy addition to the 
hallowed General series. Jon 


GENERAL IDEAS 

The General series kicked off with the 
release of Panzer General and was swiftly 
followed up with the release of Allied 
General. Both these games were centred 
around the wars of the Western and 
Eastern fronts during the Second World 
War. SSI took a radical change of direction 
for the third game though, setting Fantasy 
General in the mythical land of Aer. With 
ogres. Treemen. magic and monsters, the 
game was a treat for wargamers and 
fantasy fans alike. For the next General 
game SSI let their imaginations run even 
further afield by setting it in space which 
- with its two plains of combat (in space 
and on the land) - took the series literally 
to new dimensions. 
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Undoubtedly the best 
General title to date, but 
with Panzer General 2 
coming in the next couple 
of months, don't expect 
this to last 


POSITION 


s a series of hex-ridden, 
turn-based wargames, SSI’s 
famed General titles were 
never expected to be mass market 
produce and yet, thanks to the 
intuitive gameplay and user-friendly 
control interface, they managed to 
break out of the niche wargaming 
market and notched up huge sales. 
With the release of Pacific General 
though, the series is coming to a head 
(although there are sequels planned) 
and SSI are keen to draw matters to a 
close with a bang. 

Set during the Pacific campaign of 
the Second World War, Pacific General 
pits players as commander of the 
Japanese or American forces. 
Whichever side players choose to 
represent they can then select to 
fight one of two different campaigns, 
or a number of varied individual 
battles. Basically, players will start 
each of these battles with a 
predetermined number of fighting 
units which they must manipulate to 
either capture or defend a number of 
key locations. 
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KKND: Extreme 

PUBLISHER ELECTRONIC ART 


DEVELOPER MELBOURNE HOUSE 


PRICE £39.99 


RELEASE OUT NOW 


WEB SITE www.ea.com 





n 2079 there was a war to 
end all wars, it was to be the 
biggest cataclysm the world 
had ever faced, leaving the globe a 
barren and desolated landscape. 
Those that were left alive split into 
two main groups, Survivors and 
Evolved. The Evolved stayed on the 
surface and tried to rebuild their 
world, while the Survivors 
decided the best place to be 
was safely 
underground. And so 


Traverse a barren, blasted landscape in search of the 

world's most sought after resource - oil. 


Minin EYTDEM 
IVIVNU: tAIKEra 


Welcome to Krush.Kill, 'AT 
Destroy , one of the latest games 
from Electronic Arts. I'm afraid 
that this game is yet another 
Command S Conquer clone, 
admittedly it has a very original 
concept, (if ’original’ is the right 
word!) but the control system is 
almost completely identical. The 
intro is short but clever, telling you 
basically what you need to know 
with a surprising amount of impact. 
This takes you to the main menu 
screen, where you can choose your 
poison. It offers, among others, to 
start a new game, load an old one, 
play a choice of previously 
completed missions, enter into the 
crazy world of multiplayer 
connection gaming, or buckle up for 
the ride of your life in the Kaos 
mode. The look of the playing area 
is excellent, multi-levelled with all 
the debris of war you would expect, 
including burnt out buildings, 
wrecked vehicles, collapsed bridges 
and crater spotted roads. 


dotted around and looks just like you 
would imagine; a pool of bubbling 
black gooey stuff. To get the guk out 
of the ground, you will need a Mobile 
Oil Derrick. This must be ordered to 
the position, where it will change into 
an huge oil rig and start sucking the 
ground dry. The tricky thing of 
course, is hanging onto it. Now you 
will need to move it back to base so it 


you get free when a Power Station is 
built. Now you have the option to build 
lots of other equipment, including 
four-by-four Pickup's, Dirt Bikes, ATV 
Flamethrowers, Missile Batteries, 
Beast Enclosures and Pyromaniacs - 
to mention a few. 

All in all, a well put together 
game with believable graphics, a 
good dose of playability and some 
definitely tongue in cheek humour. 
Excellent! Graham 


RAC? Not a chance! 

The one main factor in the game is oil. 
(No more harvesting! Hurray!) This 
essential resource is the lifeblood of 
both sides - it is the only power 
source available - so if you have oil, 
you have power. It can be found 
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VERDICT 


A good all-rounder 
with excellent graphics, an 
original game concept and 
some humorous 
stats in the between- 
mission briefings 


POSITION 



can be converted into resource units. 
This is done with Oil Tankers which 



PLEASANT 

INTERLUDES 


One thing that really did amuse me 
were the comments in the status 
window. This is the computer-like 
screen on the right of the mission 
briefings screen. If you pay attention 
to that instead of the video it is 
hilarious, with a number of totally 
inane and daft comments like Chance 
of RACV/Motor club roadside 
assistance - Nil' and Mathematical 
plausibility of dialogue - Nil.' Not to 
mention the numerous tags about 
Bonus Numbers and *Bonus Balls.' 

In fact, most of the video snips are 
kind of tongue in cheek humour, but I 
don't care cause it works realty 
well. It made me grin! 
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Fields of Fire 


PUBLISHER EMPIRE INTERACTIVE 

DEVELOPER EDCOM 

PRICE £34.99 

RELEASE OUT NOW 

WEB SITE www.empire.co.uk 






War Along 


Empire Interactive have an original new angle on the 
real-time strategy game, which takes us to the 
last years of European colonial rule in North America. 




includes bears, raccoons, wolves, deer, 
eagles, and of course, beaver. You can 
hunt some of the animals for their skins, 
which you can then sell at the fort 
trading post for money to buy new 
equipment, or upgrade weapons you 
already have. Some equipment cannot be 
used until you have acquired certain 
skills, such as rope for trap making. The 
wildlife must be managed to a certain 
extent - for example, if you allow too 
many wolves to roam free, they will 
reduce the number of deer available for 
you to hunt. However, the Indians have 
mystical powers to control or take the 
form of certain animals, including the 
wolf, so if you wipe out all the wolves 
then your native American characters 
will not be able to use this ability. 

Buttons and windows 



o describe it in very simple 
terms, Fields of Fire: War Along 
the Mohawk is a top-down 
view real-time strategy game, but with 
elements of role-playing adventure 
added into the mix. The game is set in 
the year 1757, during the Seven Years 
War between the colonial powers of 
Britain and France. You play as either 
the British or the French forces, but 
either way the gameplay is the same. 

You must pick one main character to 
play from an extensive list of soldiers, 
rangers, civilians and natives, both men 
and women. This character will have 
certain attributes and skills, and the 
ability to learn a number of new skills as 
the game progresses. As you play, you 
will meet other characters, some of 
whom will become allies and join your 
team, others may be enemies or 
traitors. There are over forty 
different characters in the 
game, all of whom can interact, 
teaming up for missions and 
teaching each other new skills. 


About turn 

The game is entirely 
mission-based. There 
is no base-building to 
be done, and the only 
resource management 
is the hunting of wild 
animals for skins. The 
missions your character 


will be sent on are widely varied in their 
goals, ranging from taking out a couple 
of sentries on a hilltop, to rescuing the 
General's daughter from the enemy 
camp. Missions are usually carried out 
by your main character and three or 
four volunteers, although some are solo 
missions, while others involve 
commanding a number of troops. 
Despite the fact that there is relatively 
little mass combat in the game, it has a 
very good formation manager. There 
are half a dozen pre-set formations 
which you can order your troops to 


The control interface takes a bit of 
getting used to. At first I was annoyed 
that the designers hadn’t thought to 
include a 'Quit game’ button, but then I 
found that you have to pause the game 
before doing anything like that, and 
suddenly it all made sense. One useful 
feature is a command button which 
allows you to order your troops to hold 
their position, retreat, head for the 
exit marker, or any one of a list of 
other commands. 

Naturally, there is support in the 
game for a multiplayer mode, where you 


The graphics are a bit on the 

primitive sidei looking like a cross 
between Warcraft and Cannon Fodder 


assume on the battlefield, or you can 
arrange the formation yourself, then 
lock it into memory for later use. The 
only problem with this system is that 
the control panel for it is far too small, 
making it very difficult to see what 
facing you have chosen until it is too 
late. This can prove to be very annoying 
in some circumstances. 

The birds and the bees 

I mentioned that there is little in the way 
of resource management, but that is 
because of the nature of the resources. 
Fields of Fire has a full real-time ecology 
running alongside the gameplay. The 
wildlife you will meet along the way 
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can play missions between up to four 
players, depending on the type of 
connection you have. Multiplayer 
missions are simple head-to-head 
battles, in which players can decide in 
advance what conditions they will play 
under. You can pick the map, the type of 
terrain (day, night, or snow), the number 
of objects and animals to be found, and 
whether there will be a store or not. 


Aiming low 

Fields of Fire: War Along the Mohawk is 
a well balanced game, with a lot of 
excellent features to commend it, but it 
has to be said that the graphics are a 
bit on the primitive side, looking like a 
cross between Warcraft and Cannon 
Fodder. Admittedly, the game does have 
a refreshingly low minimum 
specification of only a 16MB P90, which 
is good news for those of us with low- 
end machines, but I'm sure the 
developers could have squeezed in a 
little more graphical detail without 
sacrificing too much performance. Still, 
the graphics are good enough for the 
type of game that this is, and I'm 
probably just spoiled by things which 
need a P300 and a 3D accelerator. Cliff 



POSITION 


An absorbing and 
uncomplicated game 
with a lot of clever and 
original features, 
but unfortunately 
rather poor graphics 
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Gex 3D 



PUBLISHER UBI SOFT DEVELOPER CRYSTAL DYNAMICS PRICE £39.99 RELEASE OUT NOW WEBSITE www.crystald.com 


e 


Enter 


ecko 


3D platformers have yet to make their mark on the PC. 

Only the distinctly average Croc is currently 
Can Gex steal his crown? You better believe it. big boy! 
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Everything a 3D 
platformer should be., 
and probably a lot 
more besides. 
Absolutely superb! 


have told ’em to sod off, but without TV 
his retirement would become a terminal 
bore. He therefore accepts the challenge 
and steps once more unto the breach. 

Gone is the boring 2D platform 
action of the original to be replaced by a 
Mario 64-style 3D viewpoint. It's still an 
all-action platformer, but the freedom 
of movement and exploration lift it to a 
new level. All the vital platform 
ingredients are there, such as loads of 
collectables, power-ups, moving 
platforms, hidden areas and everything 
else any platform addict could ask for. 

It's tail time 

Gex begins the game in the media 
dimension. This is in essence an 


ex 3D is the follow-up to a very 
mediocre side-scrolling 
PlayStation platformer which 
sold about as much as its originality 
warranted, i.e. not much. Since that 
dubious first adventure, Gex has done 
nothing but gawp at the TV. All is 
lazy bliss for a couple of years, 
until a couple of Interpol agents 
turn up to inform our hero that 
his arch-enemy Rez is back 
on the scene and trying 
to take over the 
world's TV channels. 
Under any other 
circumstances Sexy 
Gexy 
would 


interactive level select screen which 
looks like a kind of floating temple in the 
sky. Dotted around the temple are 
various television sets, each one 
representing a different channel, and 
within each are a number of tasks to 
complete. At first only two sets are 
available, but as progress is made, more 
and more are there for the taking. Each 
set contains up to three tasks - after 
completing each Gex is rewarded with a 
red remote control. The more red 
remotes collected, the more TV sets are 
revealed. There are also two silver 
remotes in each TV. One is hidden and 
needs to be found, the other is awarded 
for collecting enough bonus items. When 
you have enough silver remotes a bonus 
TV will be revealed. Completing the 
bonus round earns Gex a gold remote, 
and four of these will open a secret level. 

Levels are based on everything from 
cartoons complete with Elmer Fudd-a- 
like hunters, to space levels (complete 
with light sabre) and haunted houses 
where Gex's head spins 360° Exorcist- 
style if you leave him alone for too long. 
All these are distinctive and superbly 
realised with a great eye for little 
details which keeps interest high. 

Gex appeal 

The levels are quite compact, enabling 
the player to concentrate on the action 
in hand instead of getting confused and 
disorientated into spending most of 
the time wandering aimlessly in the 
wrong direction. 

What gives Gex 3D its individuality 
though is the humour - subtle and not- 
so-subtle. Players will enjoy spotting the 
TV and movie mickey-takes as well as 
Gex’s intermittent comments. In the 
first game he was supposed to be 
another one of these 'cool' characters 
who talked like Earthworm Jim. 
Thankfully this immensely annoying 
aspect has been ditched, with super¬ 
smooth Leslie Phillips camping it up to 
supply the voice of the Gecko. The idea 
might sound a bit odd, but it actually 
works really well, although some of the 
comments demand further explanation. 
"This place is bigger than Oliver Reed's 
bar tab" is clear enough, but where's he 
going with "I feel like I'm in Boy George's 
pants"? Hmm! Gex himself has a range 




of moves like the tongue flick (for 
catching energy-replenishing flies), spin 
attack, karate kick, tail spring and the 
ability to crawl bug-like up certain walls. 

PCs aren't the natural habitat for 
this kind of game, but everything 
about Gex 3D screams quality. For 
those of you who dismiss platformers 
for being mindless, the 3D aspect turns 
such an argument on its head. It 
almost has the feel of an adventure, 
but the constant arcade action means 
there's never a dull moment. This is 
especially true on the space levels, 
where you have to keep collecting 
oxygen to stay alive while negotiating 
precarious asteroid platforms where 
one false move means instant death. 

The only other comparable game on 
the PC is Croc, but quite frankly the 
comparison is an insult to Gex. This a 
great-looking and incredibly playable 
arcade affair which even gives Mario 64 
a run for its money. You can't get much 
higher recommendation than that! Miles 



THE GECKO ALWAYS FACES UP TO DANGER WITH 
A. CHEEKY GRIN AND A SARKY COMMENT 
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Empire Interactive's The Golf Pro has finally arrived, but does it sink a birdie, 

or hole out for a disappointing bogey? 




ith so many golf games 
currently doing the rounds, 
differentiating between them 
is not always easy, with most games 
playing in a similar vein to all the others. 
Just about every game in the genre has 
used the traditional three click method 
for the execution of strokes. If you’re 
unclear how this works, it basically 
entails players clicking once on the 
mouse to start their backswing, then 
clicking again when they've swung back 
to the appropriate power and then, 
finally, clicking to snap the ball in the 
right direction. Although this method 
has been tried and tested for years, 
there's been a growing move towards 
new ways of stroke play which require 
more skill from the player and simulate 
the actual motion of a golf shot better. 






Up until now, all of these new 'swing' 
methods have involved pulling the 
mouse back, to simulate the backswing 
and then thrusting forward to hit the 
ball, but The Golf Pro quite literally goes 
off in a new direction. 

Empire's game uses a new swing 
which requires players to pull the 
mouse to the left, or right (depending 
on whether the player is left, or right 
handed) for the backswing and then go 
the other way to hit the ball. The idea 
is that a golf swing is more of a 
sideways action, rather than a 
backwards and forwards one. In this 
respect, Empire seem to have made a 
good point and the game certainly 
gives the player a more realistic feel of 
playing a shot. Learning to use this new 
swing is a matter of perseverance and 
patience. It takes some getting used 
to, but once you have it sussed then 
it's something of a revelation. 

The Golf Pro offers players the 
chance to tame the holes of two 
courses: St Mellion in Cornwall and Hilton 
Head in South Carolina. Both of these 
courses has been recreated in 
painstaking detail (hence the fact the 
game comes on four CDs) and look 
absolutely superb. The fact that there's 


only two courses is a big 
disappointment, but at least the quality 
of the pair is outstanding. Each course 
also presents a unique challenge. St 
Mellion, with its undulating holes riddled 
with steep banks, gullies and rising hills, 
is a demanding course where accuracy 
off the tee is essential. Hilton Head is on 
more of a level, but trees line the 
fairway and bunkers surround the green 
making approach shots to the pin a test 
of line and length. Both courses are 
fairly unforgiving, but should players 


find themselves struggling, there’s 
always the practice mode where they 
can get helpful hints and tips from Gary 
Player about how to play shots from 
various positions on any given hole. 

Summing up 

With so many golf games currently 
available on the PC, any new ones hoping 
to gain a place on the leaderboard have 
to offer something quite special. The 
Golf Pro achieves this with its 
innovative method of stroke play and 
two wonderfully detailed courses. 
However, it has its shortcomings too. 

For starters, two courses is just not 
enough, no matter how fantastic they 
look. Also, more gameplay options, such 
as a tournament would have made the 
game much stronger both as a single 
player and multiplayer proposition. As it 
is, The Golf Pro is an entertaining golf 
sim with some big pluses, but it could 
have been so much more. Jon 



THE GOLF PROS COUR SES ARE SUPERB RECREATIONS OF THE REAL ONES. BUT WHY HAVF DNIY TWO? 
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but would have profited 
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International Cricket Captain _ 

PUBLISHER EMPIRE INTERACTIVE DEVELOPER EMPIRE INTERACTIVE PRICE £34.99 RELEASE OUT NOW WEBSITE www.empire.co.uk 



Empire play off a sticky wicket with their latest release, the cricket 

management sim. International Cricket Captain. 


Team Selection 


Next match: Sussex In Sunday League 
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Bat 

Type 

W 

Bowl Form 

Fit 


1 

J Crawlry 


\ M Atherton 

432 

42.6 

RLS 

108 

43.8 

50 

95.0 


t ? 

J Galliao 


\ N Faffferothrr 

494 

41.3 

LM 

5 

88.0 

4! 

95.0 


3 

M Atherton 


\ A Flintoff 

11 

22.3 

RM 

1 

50.0 

49 

95.0 


• 4 

N Fairbrother 


V J Gaitian 

159 

40.3 

RM 

82 

48.7 

71 

95.0 


5 

G Lloyd 

© 

V M Harvey 

8 

14.5 

ROS 

0 

0.0 

49 
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6 

J Haynes 

V G Lloyd 
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39.0 

RM 

2 
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43 
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1 

N Wood 


V PMckeewn 

8 

26.0 
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8 
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49 
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\ S Titchard 
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RM 

4 
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50 
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P Martin 


\ N Wood 

17 

31.3 
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8 
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40 
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10 

G Chappte 


. v G Chappie 
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21.3 

RMF 
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30.1 

41 
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11 
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M Chilton 

0 

0.0 

RF 

0 

Q.O 

49 
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P Martin 
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49 
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49 
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Opening Bowler 2 
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Back to Main 









Start Match ?T 



Empire Interactive succeeded where 
many others failed and secured the 
official support of Wisden for 


International Cricket Captain Wisden 
worked with the games developers 
in compiling the ptayer and team 
stats and club histories. The result of 
the collaboration is remarkably 
accurate stats covering the whote 
careers of players and full histories 
of each county team. 



Ticket may not be everyone’s 
i idea of entertainment, but if 
you’d rather be at Lords than 
at Wembley, then Empire's cricket 
management sim could be the perfect 
antidote to this year's invasion of our 
TV screens by World Cup football. 

International Cricket Captain is a 
management sim that allows you to 
take control of any of the major 
county cricket teams or the England 
national team and lead them on and 
off the pitch through a full cricket 
season. If this sounds a tad dull, then 
that’s exactly how you'll find the 
game. Make no mistake, this a game 
purely for fans of the sport. There’s 
no playing involved, just lots of 
decision making as you try to win one 
of the four titles up for grabs each 
cricket season. If you’re a fan of 
cricket, then you're going to love this 
game. With the authority on cricket, 
Wisden, behind it, it boasts all the real 
teams, players, stats and club 
histories. This makes it much more 
than a game - it’s an encyclopedia of 
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International Cricket 
Captain is a cricket fans’ 
answer to Championship 
Manager 2. There can be 
no higher praise 
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cricketing information that fans will 
no doubt thoroughly enjoy exploring. 

ICC is split into two main parts: 
club and match management. Club 
management is a little basic and 
simply involves setting training for 
your squad and picking the team for 
each match. Match management is 
more involving and allows you to play 


fall of wickets, the animated 
highlights are entertaining to watch 
and look better than could be 
expected for a game of this kind. With 
commentary from Jonathan Agnew 
complimenting the on-field action, ICC 
isn’t lacking in atmosphere, although 
it’s not a game that's likely to have 
you on the edge of your seat. Jon 


If you're a fan of cricket, then you're 

going to love this game. 


an active role in the outcome of each 
match through the setting of fielding 
positions, bowler selection and setting 
batting and bowling aggression. Each 
match, which is played over-by-over, 
is fully animated and it's possible to 
watch as much, or as little of the 
game as you like. Whether you choose 
to watch every single ball or just the 
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_ Armored Fist 2 

PUBLISHER NOVALOGIC DEVELOPER NOVALOGIC PRICE £39.99 RELEASE OUT NOW WEB SITE www.novalogic.com 


ARMORED FIST 2 






depleted uranium and will penetrate 
the thickest armour, is best kept for 
knocking out tough enemy main battle 
tanks, while HEAT is less powerful but 
is the best thing for fortified 
positions and stronger buildings. 
STAFF, or smart target-activated 
fire-and-forget is a highly specialised 
round which uses a shaped charge to 
attack a target from above which is 
usually the weakest point. 


I have only covered a 
few of the many detailed 
features of this first rate simulator, 
such as the Internet two player 
option, and the platoon command 
options. It comes complete with a 78 
page manual (all English!) plus a quick 
reference card and a keyboard 
overlay, and the training missions 
are highly instructive. The game was 
made with the assistance of the 
United States Marines, and I can’t 
see them putting their name to an 
inferior product. Cliff 


Crush the opposition flat in sixty-seven tons of 

in this excellent tank 


rolling thunder. 

simulator from NovaLogic. 


I ver since those prehistoric 
days of gaming, back when 
I the early Battlezone arcade 
machines gave us a taste of tank 
combat, there has been a niche in the 
computer games world for a really 
good tank simulator. The latest title 
to fill this niche is Armored Fist 2: 

MlA2 Abrams. 

This simulator recreates all the 
main systems of the M1A2 Abrams tank 
in its three different playing modes. 

The Easy mode is an arcade style 
simulation, which still offers full control 
of all the tank's systems, but with the 
more complicated features handled 
automatically. The Realistic and 
Realistic with Autolock modes require 
far more manual control of the vehicle, 
but offer a more lifelike simulation of 
battlefield conditions. 

You can take control of your tank 
from any of four positions: gunner, 
driver, and the tank commander’s 
position, with the hatch open or closed. 
Each of these positions has its own 
specific 

instruments, and 
controls 

different aspects 
of the vehicle’s 


operation. You can also drive the tank in 
chase mode - which is that camera 
position just behind the vehicle, familiar 
from any number of racing games. From 
this position you can fire the gun, but 
aiming can literally be a bit hit-and-miss. 

The game is mission based, and first 
up are a series of four training missions 
to familiarise you with all the basics of 
controlling the vehicle. You start with 
basic navigation, which consists of 
driving around a course of waypoints and 
back to base, which is a piece of cake, 
but this is just to lull you into a false 
sense of security in readiness for the 
later missions. Next comes basic 
gunnery. You get to try out the 120mm 
main gun, the 7.62mm machine gun 
mounted alongside it, and the .50 calibre 
machine gun which is the commander's 
private toy. After blowing to bits a 
dummy base, you are about ready to 
take on targets that fire back at you, 
and the next mission pits you against 
the Russian T-72 tank. This should 
present no problem, and before you 
know it you are into the actual combat 
missions. This is when you find out just 
what it’s all about. This time they are 
actually trying to kill you. 

In order to do well in this game, it 
is important to learn to think like a 
tank commander. Use terrain to your 
advantage; never present yourself as 
a target on the horizon, and try to use 
as much natural cover as 
possible. You have three 
different kinds of main 
gun ammo. SABOT, 
which fires a dart¬ 
like projectile of 




As a tank combat simulator, 
this is without equal. If you 
have ever wanted to get 
the feel of modern 
land warfare, buy it 
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Jack Nicklaus 5 

PUBLISHER EA DEVELOPER ACCOLADE PRICE £34.99 RELEASE OUT NOW WEBSITE www.accolade.com 



EA Sports, known for their successful string of sports games, 

release the new Jack Nicklaus golf game. Following in the footsteps of 
The Golf Pro and Sierra Sports , golf players will use their mouse. 



he last year or so has seen 
a few developments in the 
way golf games have been 
designed. Most use motion capture 
these days for the characters, 
which give them nice fluid swings. 
A few have also spent time and 
effort creating a whole new swing 
system utilising the mouse. This 
technique is still in its early days 
and it tends 
to make 
playing far 
more difficult 
than the 
traditional three 
point click method. 
Gamers have always 
enjoyed this method and I 
expect a lot of people will 
not be that keen to change 
to something new. With 
this in mind the new Jack 
Nicklaus game has 
options. Not that 
revolutionary, having 
options, but all the other 
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games with mouse swing don't have 
an option not to use it. 

The new option for the mouse is 
one of the most technical around. As 
you slide the mouse side to side 
players get a top down view over the 
ball and arrows either side of it which 
tell them whether the ball will be 
sliced, overhit or simply drop off the 
tee. It took a long time to get the 
hang of this method, which seemed to 
work best if you kept the mouse 
moving in a straight line at all times. 
Saying that however, my scores using 
the traditional method were far 
better and more consistent. I think 
there are less things to concentrate 



THEY'VE TAKEN TO GROWING BUSHES IN BUNKERS! 


on with the traditional method, it is 
just a matter of timing. With that 
method you know exactly when you 
are going to have a bad shot. It's just 
good that players can try out both 
methods at their leisure. 

Beautifully rendered 

The graphics are mostly similar to PGA 
Tour Pro, with a similar flight guideline 
to help give players an idea of where 
the ball will land, though in reality it is 
very tough to make such perfect 
shots. The presence of the traditional 
mode and the new mouse play option 
makes the game more accessible than 
both The Golf Pro and Sierra Sports 
Golf. Also, the graphics seem to be 
better even on a P120 compared to the 
best of the rest. The game is let down 
by that Arctic course, but at least you 


can design your own if you like. That 
said, in comparison with British Open 
Championship Golf it lacks some of the 
detail, such as the caddie and in-depth 
shot designer where you get to alter 
the foot placement. 

Jack Nicklaus 5 is a good 
progression for the series with some 
nice features and excellent graphics. 
This should be a strong competitor for 
the best golf game of the year. David 
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One of the best golf games 
available for the PC, with 
accurate physics and 
superb graphics - a real 
golfer's paradise 
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Hardball 6 

PUBLISHER EA DEVELOPER ACCOLADE PRICE £39.99 RELEASE OUT NOW WEBSITE www.ea.com 


HARDBALL 6 

Steeeeeeeeeeeeerike three... you're out! You guessed it, it's a baseball game. 

The latest in a long line dating back to the mid-eighties in fact. 




i f you don't like baseball and/or 
j have no interest in owning a 
I baseball simulation for your PC 
you might as well skip the rest of this 
review. Hardball 6 is baseball, plain and 
simple. All the Major league sides are 
included plus a couple of All-Star teams 
for when you get really good. Baseball 
games always seem to stumble at the 
first hurdle, being either too easy or too 
difficult. Striking the correct balance 
between home runs and strike outs 
seems an impossible one for 
programmers to achieve. In this respect 
Hardball 6 fairs quite well. With a bit of 
practice you soon find yourself able to 



make contact with the ball at least. 
However against the CPU it’s still 
frustratingly difficult. Computer 
hitters always seem to find the gaps 
while your players welly the ball 




unerringly to a gratefully awaiting 
fielder. In two player mode however it is 
actually rather playable. Heaps and 
heaps of options are included so you can 
tinker with your line-up and feilding 
strategy to your heart’s content. For 
unbaseball-educated types like me it 
was all a bit bewildering but I’m sure 
anyone with a passion for the game will 
find it very rewarding indeed. 

Top of the 9th 

Graphically even with a 3D card it 
doesn’t look anywhere near as polished 
as EA’s other recent baseball title, 

Triple Play 99. However the options, 
front end and presentation is far more 
pleasing and a lot easier to get around. 

Hardball 6 is a very well put 
together package which demands you 
play it but unforetunately it falls down 



due to the limitations of trying to 
simulate this kind of sport on 
computer rather than through any 
definciencies in the simulation itself. 
Still, as a two-player game it’s a 
perfectly agreeable way to while away 
an hour or two. Otherwise only 
baseball nuts will apreciate it. Miles 
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Three Lions 

PUBLISHER BMG DEVELOPER IN-HOUSE PRICE £34.99 RELEASE OUT NOW WEB SITE www.threelions.com 


THREE LIONS 

A game by Frank Skinner and David Baddiel - it can’t be! Oh, it isn’t... 




D hree Lions is another 3D 
arcade football experience 
based around the England 
team and their attempt to become 
World Champions this summer. 

Control is pretty straightforward, 
with short pass, medium and long 
kick/shot buttons plus speed burst and 
a particularly eye-watering intentional 
foul button if you’re a budding Chopper 
Harris. Slick passing moves can be 
strung together by hitting pass and 
pointing the pad before the ball reaches 
its man. This causes him to make a 
first time pass in the appropriate 
direction. The most obvious addition to 
the standard formula however, is the 
unique shot-targeting system. As 
players approach the opposing goal, a 
circle-shaped target appears in the 
centre of the net. When fire is held and 
pressed there's a split second in which 
the target can be moved to the point in 
the goal you want to shoot at, i.e. 
wherever the keeper isn’t. 


Free loins 

To make Three Lions stand out from 
the increasingly sizeable crowd, for 
more than just the fact it carries the 
famous crest, BMG have included some 
very definite selling points. 

One of these concerns the many 
little touches littered throughout the 
game to please football saddos (of 
which I am unashamedly one). For 
example, when a player scores a goal, 
the world ’GOAL’ flashes across the 
screen, except when Argentina’s Gabriel 
Batistuta scores in which case you get 
'BATIGOL!' Which is apparently what the 
fans shout when he scores for his club 
side, Fiorentina in Italy. Novel! 

However, there has been no 
attempt to recreate the World Cup 
stadiums. Instead matches take place 
in a big, characterless bowl which 
tends to sap the atmosphere. A bit 
more time spent on the venues would 
have really made a difference. 

No commentary on 
the pitch 

In another departure from what has 
become the footy sim norm, there is no 
full commentary. The idea has been to 
try to create that on the pitch' 
atmosphere, to make the player feel as if 
they're part of the game rather than 


players shouting to one another. Some of 
these shouts, like 'through the middle' or 
'man on’ are actually quite useful and 
make an interesting addition to the game 
- using your ears as well as your eyes. 

Lion-0 

Visually Three Lions isn't good. The 
graphics are grainy, the backdrops basic 
and the players' visages downright 
hysterical. Overall it looks hardly any 
different to the PlayStation game. 
There's a problem with shot targeting 
in that sometimes you want to shoot 
but have to wait for the goal itself to 
scroll into view. You can do a snapshot 
which just goes in the direction of the 
goal FIFA- style, but nevertheless it can 
be very aggravating. 

Having said all that, it is quite a good 
laugh for a while - in two player mode 
at least. Some very nice interchanges 
can be executed using the one-touch 
passing system and the revolutionary 
on-the-fly tactical options. It also 



boasts some funky audio support from 
Ocean Colour Scene. All in all however, it 
just doesn't touch the standards of the 
official World Cup game and lacks the 
two player addiction factor of 
Sensible's effort. 

Really Three Lions is for the purists 
who will appreciate the great level of 
control and deceptively subtle gameplay 
without worrying too much about the 
lack of visual polish. Give it a go if this 
sounds tempting, but it's nothing like 
as instant as the other games hitting 
the market at the moment. Ben 
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it lacks the necessary 
style and flair 



watching from high up in a commentary 
box. So instead of Brian Moore wittering 
on about this, that and the other you get 
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PUBLISHER UBISOFT 


DEVELOPER CRYSTAL DYNAMICS 


PRICE £29.99 


Pandemonium 2 

RELEASE OUT NOW WEB SITE www.crystald.com 


PANDEMONIUM 


After Lara Croft, who is the foxiest babe in computer games? 

Well, the gorgeous Nicki and 
for more platform adventure fun! 



her friends are back 





et's face it, platform games 
have tended to be seen as 
the staple fodder of consoles 
and from the lower end of the 
spectrum at that. There have been a 
few notable exceptions (Sonic, 
Earthworm Jim, and Crash Bandicoot 
spring instantly to mind) that 
have shown any inclination to 
innovation, but they were 
thin on the ground in a 
much-devalued genre. 

Then Crystal Dynamics 
devised the madcap 

Pandemonium, and 


suddenly the realisation hit that you 
could have a platform game that 
combined fast action, stunning 
graphics and wild humour. We were 
catapulted into the surreal world of 
Lyr, following the fortunes of out-to- 
lunch jester, Fargus, his eccentric 
stick-puppet, Sid and high-wire 
wannabe sorceress, Nikki. Stealing a 
book of magic, the bizarre trio 
unwittingly unleashed an earth- 
eating monster and then try their 
best to repair the damage. 

Comet Gain 

Rumour has it that a force of 
unimaginable magic is contained at 
the heart of the comet, and whoever 
captures it will possess virtually 
unlimited power. Our intrepid 
adventurers set off in pursuit, aware 
that the Goon Queen, Zorrscha has 
the very same goal in mind 

The opening cut scene gives you 
a taster of what’s in store; the 
multi-coloured streaming comet, the 
tree rebels racing down a forest 
path, and Sid dispatching some 



unfortunate Goons who stepped in 
their path. 

Hey, Happy Face... 

Hit Points are gathered in the same 
way as Sonic's rings and Heart Rings 
replace the Hit Points you've lost in 
combat. Keys are salvageable to open 
locked areas and overcome certain 
impassable barriers. Extra lives come 
in the shape of Happy Faces, and 
different coloured coins can be 
collected to provide you with another 
Happy Face. 

The range of landscapes is truly 
awesome, from the chilling opening Ice 
Prison with its snow chutes and 
towering mountains, to the caverns of 
the Oyster Destroyer, where you have 
to bound precariously from bubble to 
bubble and teeter on minuscule 
islands. There's also a special flying 
level that takes Mech Warriors as its 
inspiration, where Nikki, Fargus and 
Sid have to dodge mines down a 
winding tunnel and avoid the 
backblast from exploding missiles. 

Freaky giants include the Egg Man, 
who you have to overcome before his 
pudgy hands crunch you to a pulp, and 
the final confrontation with Queen 


Zorrscha transforms her into a giant 
malevolent Buddha, fire-breathing deadly 
crystals. My other favourite is the Hate 
Tank, which you initially have to stay one 
leap ahead of as its rolling spikes threaten 
to tear you limb from limb, and then you 
have the chance to turn the tables by 
commandeering your own blaster and 
pulverising it into scrap metal. 

The pounding soundtrack keeps 
the tension high without being 
irritating and the ongoing humour 
brings welcome respite from the 
frustration of having to restart the 
level after the third kill. Passwords 
are provided after the completion of 
each level to save you beginning again 
from scratch, and the sheer beauty 
of the visuals will make this a regular 
addiction. Martyn 
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Joint Strike Fighter 

PUBLISHER EIDOS INTERACTIVE DEVELOPER INNERLOOP PRICE £39.99 RELEASE OUT NOW WEBSITE www.eidosinteractive.com 





Fancy taking a spin in the latest state of the art 
horribly be-weaponed jet fighter? 


X-32 and the Lockheed Martin X-35, and 
have a maximum of eight hardpoints for 
hanging the more than essential bombs 
or missiles. Of these, there are lots to 
choose from, including the standard 
M61A2 Cannon, (complete with an easy 
targeting option), two air to air missiles, 
the AIM-120c AMRAAM, and the AIM-9x 
Sidewinder, and a possible eight 
air to ground 
munitions, the 
AGM-88c High 
Speed Anti- 
Radiation Missile 
(HARM) is designed to 
take out enemy radar 


equipped air defence systems, the GBU- 
31JDAM-3 and the GBU-32 JDAM-3 are 
inertial navigation system and GPS 
guided bombs with a range of fifteen 
miles for use against hardened targets. 
Both the AGM-154A JSOW and its mate, 
the AGM-154B JSOW Anti-Armour are 
guided by the on-board INS/GPS nav 
system and use the cluster bomb 
method of execution, except that the 
first is for 'soft' targets and the second 
is for tanks or armoured vehicles. The 
CBU-97 WCMD Anti Armour is a 
ferocious beast at the best of times, 
utilising the INS/GPS system to get 
close to the targets and then explode, 
producing ten BLU-108 
warheads containing four 
skeets (SFW). Each skeet can 
then lock on and destroy 
stationary and moving targets. 
The most visually impressive of all 
the weapons is the AU-3A Rocket 
Pod, which holds nineteen MK66 
Hydra 70 rockets. 


More dials than 
you can shake several 
sticks at 

Both the aircraft have the distinct 
advantage of a virtual cockpit, giving 
very easy access to the multi function 
displays, which comprises of six 
screens: Control MFD; this allows 
control of the HMD to alter night vision 


MODERN TEXTURE MAPPING REALLY GIVES JSF A FEEL OF REALISM. THE LANDSCAPE IS SO 
DETAILED THAT INDIVIDUAL TREES CAN BE MADE OUT EASILY FROM THE SKY 


and auto pilot data. Status MFD, gives 
the pilot instant information about the 
aircraft, damage, payload, fuel 
consumption, Radar Cross Section 
(RCS), and Infra Red Cross Section 
(IRCS). Information MFD; this covers 
waypoint selection, time to next 
waypoint, and controls for the Satellite 
Landing System (SLS). Attack MFD; you 
can pull up details on all targets, plus 
sort and select them. Strategic MFD; 
this is mainly for navigation by map, 
and can also overlay the offensive 
display. Offensive MFD; an information 
display of the different defensive 
systems. These can be glanced at by 
using the virtual mode or, with the auto 
pilot on, you can have detailed, close up 
views of all the displays by using the 
number pad on the keyboard. 

As with all good flight sims, there are 
a huge number of controls, options, and 
features to learn and understand, far too 
many to cover in a couple of pages, so I 
will leave you with this thought; if you 
hanker for an accurate, stunning, and 
realistic flight simulator, then Joint Strike 
Fighter is the game for you. Graham 
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t last, a flight simulation with 
so much realism, it’s scary! 
Complete with a plethora of 
highly advanced and very useful options 
all accessible from in-game menus. 

There are several methods of play to be 
had; a dogfight, where you are up 
against one or more computer controlled 
opponents in adrenaline pumping aerial 
combat, or you could choose the 
multiplayer option, which allows a fixed 
number of players connected via a null 
modem cable or an Internet connection. 
Alternatively you can choose to pit your 
skills against the computer for an all-out 
wartime campaign. 

Munitions to the lot of ya! 

Joint Strike Fighter has been designed 
from the ground up to make maximum 
use of all the latest stealth technology 
available, including the advances in 
global positioning, navigation, and 
communications. The aircraft 
themselves are modelled on state of the 
art military designs, namely the Boeing 
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Panzer General II 

PUBLISHER MINDSCAPE DEVELOPER SSI PRICE £39.99 RELEASE NOVEMBER WEB SITE www.ssionline.com 


PANZER GENERAL II 


If you thought Command and Conquer had killed off 

the turn-based strategy genre, then it's time to think again! 



n he release of Westwood's 

Command and Conquer had a 
profound effect on the PC 
gaming market. Since the rise of 
computer gaming, the turn-based nature 
of most strategy wargames had limited 
the genre’s appeal to a small though 
dedicated following, but by taking the 
genre in to a real-time environment, 
Westwood's title appealed to a much 
wider audience. So successful was 
Command and Conquer that it spawned 
dozens of clones and seemed to hammer 
the final few nails in the coffin of the 
turn-based wargame. SSI, for so long the 
purveyors of great wargames, have hit 
back with all guns blazing though in the 
shape of Panzer General II. The sequel to 
one of the most successful turn-based 
wargames ever, PGII has all the trappings 
of a classic title. 

Tank-tics 

Set during the Second World War, PGII 
casts players as commander of either 
the British, American, German, or 
Russian forces. The game boasts five 
different campaigns and numerous 
individual battles. Each of these can be 
tailored to suit the skills of the player 
helping to ensure that everyone, not 
just the fanatical wargamer, can get in 
to the game. 

Each battle basically requires players 
to capture, or defend a number of key 
locations. Calling on a wide variety of 
different land, air and sea units, players 
must manoeuvre their forces around 
the large, hex-based maps in order to 
maximise their combat effectiveness 
and capture/hold the key locations. Each 
battle is limited to a certain number of 


turns and if players fail to meet their 
objectives in this time then the war is 
lost. This restriction adds extra 
pressure and a sense of urgency to each 
battle and ensures that the action 
never lets up - players have to be 
constantly on the move, otherwise their 
days in the army will be short lived! 

Each military unit in the game, 
ranging from Spitfires through to Tiger 
tanks, has numerous attributes 
including attack and defence ratings 
against hard, soft, air and naval units. 
Hard units include tanks and other 
armoured vehicles, whilst soft units 
include infantry and engineers. One of 
the many keys to victory lies in fighting 
to each unit's particular strength, whilst 
exploiting the opposition's weaknesses. 

Despite coming several years after 
the original’s release, PGII is not radically 
different to its predecessor, SSI opting 
to stick with the same winning 
gameplay that made the original so 
popular. There are a few notable new 
features though, the most important 
being fully complimented multiplayer 
support. The original Panzer General only 
supported play by email, but PGII can also 
be played via a LAN, SSI's dedicated 
Website or a direct modem-to-modem 
link-up. With multiplayer gaming 
becoming increasingly popular, such 
options can only be to the game's 
benefit. What's more, to enhance these 
multiplayer options, PGII sports a 
scenario editor which allows players to 
create and play their own unique battles. 

Another new feature of PGII is an 
action replay facility which records each 
battle and allows players to go back 
after each one and play out any number 




of 'what if scenarios. So, if players 
make a crucial decision and later 
wonder what might have happened if 
they'd made a different move, they can 
rewind the action and find out. 

Superb 

Panzer General II may not be able to 
deliver the same level of excitement 
as real-time titles like Total 
Annihilation and Dark Reign , but in 
terms of strategy and challenge it 



comes out on top by a mile. The 
scenarios provide a stiff test to 
player's tactics and military skills, 
whilst the campaigns offer this as well 
as some resource management. So, if 
you’re yearning for a wargame that’ll 
really test your brain, then PGII is as 
good as they come. Obviously it's not 
going to be to everyone’s liking, but if 
you played and enjoyed the other 
General games,then Panzer General II 
is a superb title. Jon 
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COMBINE ARTILLERY. TANK. INFANTRY AND AIR ATTACKS TO OVERCOME RESISTANCE FROM UNITS 
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Actua Soccer 2 


PUBLISHER GREMLIN DEVELOPER GREMLIN PRICE £34.99 RELEASE OUT NOW WEBSITE www.gremlin.com 



CTUA GOLF 2 

Golf may never be the same again. An excellent addition to the Actua series, 

this golf game offers unsurpassed gameplay and atmosphere - 
it’s a shame we didn't see Actua Golf l 


his game, more than any 
other game I have seen, really 
captures the essence and 
atmosphere of golf. I think it is partly 
to do with the excellent use of roving 
cameras that give you the same 
angles as those you would expect to 
see from television coverage. This is 
especially noticeable on the greens, 
giving the game the tension it holds in 
real life as a ball trickles towards the 
hole. These camera angles are also put 



to good use with a ’fly by’ option that 
gives players a bird's eye view of each 
hole, and surprisingly a 'walk the hole' 
feature that gives players time just to 
stroll up and down the fairway looking 
for divots and other hazards, all in the 
first-person. 

Gritty realism 

So just how realistic is the game on 
the whole? Well, there are changes in 
the weather conditions which alter the 
amount of run-on, shifting in the wind 
and so on. Unfortunately the bushes 
and trees don't quite look right for 
some reason and often, even from tee 
off positions, the camera is located in 
a tree casting a fussy green veil over 
the screen. It just means you have to 
select the option menu and move the 
camera forward slightly. Not a big deal. 

The golf itself is spot on; good 
animations, and not just of golfers 
swinging, makes players feel more 
involved with each course rather than 
just a collection of holes. The speed of 
the game is reasonable; you can always 
click on the mouse if a computer 
opponent is taking his time. Talking of 
computer opponents, they seem to be of 
a high calibre - I certainly don't think I 
would ever be able to hole a ball from 170 
yards, but this doesn’t happen often. In 
theory this shouldn't be a problem for 
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Actua Golf 2. but where 
was Actua Golf 7? 




gamers either. There are so many 
control types, clubs, camera angles, arc, 
wind detectors and the like that any 
player should be able to find their feet. 
Gremlin provide both two point click and 
three point click swing meters, as well as 
their own take on true swing mouse 
control which happens to be one of the 
best I have struggled with. 

Tee time 

So is there anything wrong with it? The 
line up arc control can get erratic if you 
start clicking at the wrong points, but 
then that is just down to concentration. 
The accuracy clickpoint is very sensitive 
to mistakes, so you really have be on the 
ball. With the true swing control system 
you have a handy mouse sensitivity 


option, so in some ways the game is 
made easier. You are left to your own 
devices most of the time and all you get 
when you perform a dud shot is a good 
slating from the commentators, which 
players obviously wouldn’t hear in real 
life. This does get a bit annoying and 
means that have to rely on practicing a 
lot to improve. The courses are good, 
offering a broad range of hazards from 
water, bushes or sand (especially the 
Arizona course). 

Actua Golf 2 is the most playable golf 
game I have played - and enjoyed. With 
the Amateur progression through to 
Professional providing a good challenge, 
3DFX and Power RD support and 
Internet play to top it all, this will be the 
golf game to beat. David 
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Croc 

- Legend of the Gobbos 


PUBLISHER FOX INTERACTIVE 

DEVELOPER ARGONAUT 

PRICE £34.99 

RELEASE OUT NOW 

WEB SITE www.foxinteractive.com 








Kids, eh? They're just never satisfied are they? 

Here’s just the thing to keep them happy. 


camera view follows him around in the 
familiar Tomb Raider style. Croc has total 
freedom of movement within the 3D 
environment of the level, rather than 
being on rails' as in some platform 
games, and the camera view can be 
altered to suit your taste. The levels are 
laid out with a great deal of skill. On 
most, it is possible to simply run through 
the level, ignoring the gems and the 
plaintive squeaks of the cute little 
captives, and head straight for the exit 
door. However, on each level there are 
several different puzzles of varying levels 
of difficulty, each with commensurate 
rewards, and often there are side levels 
to complete as well. None are vital to 
complete the level, but you get more 
points if you do them. Laying the game 
out in such a way means that very young 
players can still get a lot of enjoyment 
out of the game even if they can't do 
some of the sections. They won't get 
stuck, and they can always go back and 
do the bits they missed later. This should 
ensure the game’s long term appeal. 


Tech stuff 

The technical performance of the game 
is just as impressive. Running on a P200 
with a 3Dfx accelerator, the graphics 
were fast and fluid even on 800x600 
resolution. The animation of the central 
character is excellent, and the 
landscapes are sharp and solid looking, 
with vibrant, eye-catching colours. In the 
highest resolution the graphics were, if 
anything, a bit too sharp. On 480x640 
they seemed to be at their optimum. 

The sound quality is also good, with the 
various characters having suitable voices 
whilst being accompanied by a happy 
little tune playing in the background. 

I think the keyword for describing 
Croc is charm. This is a charming game, 
which you can happily give to your 
children or younger relatives without 
worrying about the content, and you 
can be sure that they will be 
entertained for hours. Always assuming 
that they can kick you off it for long 
enough to have a go. Cliff 


hen Croc - Legend of the 
Gobbos was released on the 
PlayStation late last year, it was 
a big hit - especially with younger players. 
It is a highly enjoyable platform adventure 
game, with lots of bright primary colours, 
happy little noises, and a cute and loveable 
central character. No blood, no explosions, 
and no sex. So it probably won’t appeal to 
Carmageddon fans then... 


There can't be much doubt that this 
game is aimed fairly and squarely at the 
under-ten age group - but then so are 
the Teletubbies, and I know thirty-five- 
year-old men who answer their phone 
with "Eh-oh!" so you never can tell. I'm 
sure it isn’t easy to design a game that 
will keep a young child entertained and 
interested for anything more than a 
few minutes whilst still presenting a 
challenge to older players. However 
Argonaut, the developers of Croc, have 
definitely got the hang of it. The levels 
are short, but each one contains several 
puzzles of varying degrees of difficulty, 


MY. HE’S A CUTE LITTLE FELLA... I LIKE THE WAY HUGE CORPORATE BATTLES FOR MARKETS ARE FOUGHT 
USING CUDDLY CROCS AND BENZADRINE-ENHANCED HEDGEHOGS - WHAT DO YOU THINK OF THAT. KIDS? 


HE RUNS. HE JUMPS. HE SAVES THE WORLD. 
AND HE’S COMING TO A PC NEAR YOU SOON 


| think the people who make platform games must have realised some time last 
* year that their favourite genre was beginning to look a bit stale. All the old games 
were pretty much alike, and once you had played one you had played them all. All those 
Mario and Kong games. Sonic the Hedgehog. Earthworm Jim. all seemed like the same 
game to me. Recently however, there has been a bit of a revolution in the platform world. 
Abes Oddworld Oddysee. Crash Bandicoot . and now Croc have put new life into this genre 


so you can complete a level quite easily 
or try for the harder-to-reach bits for 
more points if you feel up to it. 


Croc in o basket 

The object of the game is tied up with 
the story, so I'd better fill you in on 
the details. 

Croc is, of course, a 
crocodile. He was found, Moses- 
like, floating in a basket, and raised 
as an orphan by the king of 
the Gobbos, who are cute 
furry little things with big 
eyes. Some time later, after 
Croc had grown, a huge 


evil monster turned up and captured all 
the Gobbos. Croc was flown to safety by 
a friendly bird and is now on a mission to 
save his friends. Croc can run, jump, hit 
enemies with his tail, push boxes, and 
grab onto ledges and pull himself up. You 
use these skills to negotiate a huge 
variety of puzzles, crossing log bridges, 
leaping lava pits, pressing buttons 
and so on, 
collecting gems 
as you go. 


ira Croc 

You control Croc in much the same 
way as you do Lara Croft, and the 
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Star Wars Supremacy _ 

PUBLISHER LUCASARTS DEVELOPER COOLHAND INTERACTIVE PRICE £39.99 RELEASE OUT NOW WEBSITE www.lucasarts.com 






What with the new Star Wars films currently being finished off 

in time for next yean there's no better time for Lucas Arts 

to release another tasty computer game. Tuck in! 


explosions, and other military actions 
like quelling uprisings from dissatisfied 
minions on unhappy systems happen 
at the click of a button. 

The main annoyance with 
Supremacy is the sheer multiplicity of 
windows you have to open to carry out 
even the simplest actions, and the 
inability to switch off C-3P0 from 
incessantly asking you if you need 
further advice. On the other hand, Star 
Wars anoraks who love attention to 
detail and space strategy addicts who 
are control freaks will exalt LucasArts 
as they feel the Force. M artyn 


et’s clear up one confusion 
from the outset. If you’re 
wondering whether this is the 
same game advertised in the States as 
Star Wars Rebellion, then you’d be right. 
Maybe LucasArts felt it was too tame a 
title for us Brits, and were aiming for 
something more lofty. Whatever, it’s a 
breath of decontaminated air to escape 
from (the admittedly excellent) first- 
person shoot-’em-ups and flight sims to 
an enormously imaginative real-time 
strategy game of truly epic proportions. 


Imperial mince 

At the outset you’re given the 
opportunity to choose which side to 
support, and whether the area of 
conflict will be a small, medium or large 
size galaxy. If you're with Luke, Han and 
Leia then your objective is to capture 
the Imperial headquarters at 
Coruscant and drag back the Emperor 
Palpatine and Darth Vader in chains. If 
you don't fancy being a goody two- 
shoes you have to hunt down and 
destroy the Rebel headquarters and 
bring Skywalker and Alliance president, 
Mon Mothma back for some serious 
maltreatment. The more bloodthirsty- 
minded can skip the capture 
requirements and 
simply go for an 
all-out assault 
on the enemy's 
power base and 
bomb it to 
hell. 


Sea 

threep... Yo! 

It's quite natural to 
be daunted by the 
size of the game 
manual, but it 
doesn’t take that 
long to suss out the 
gameplay. Hostile 
and neutral planets 
can be won over to 
your cause either 
by diplomacy, 
aggression or programmable combat. 

Your guide throughout is the 
talkative robot, C-3P0 who cheerfully 
explains what all the icons are and 
anything else you might need to know. 
R2-D2 is also standing by to relay 
messages from members of the fleet or 
other personnel on your inhabited worlds. 

Billed as a real-time strategy game, 
you can pause, speed up and slow down 
the action to give you time to consult 
the manual or the very comprehensive 
Galactic Encyclopedia, or check with C- 
3P0 for some more advice. The 
Encyclopedia gives detailed info on 
specific characters, facilities, 
starships, troops, star systems, 
special forces and missions. 


Rebel reccy 

Systems and planets that are either 
friendly, hostile or neutral are colour- 
coded for handy reference, and separate 
circling icons indicate the energy level 
and mining capacity available, plus fleet 
and personnel in attendance. C-3P0 
takes charge of building commands to 
increase your resources, but you have 
direct command over personnel 
missions. Princess Leia, for instance, can 
be used on a diplomatic mission to win 


over a wavering system, or a Special 
Forces agent could be sent to capture or 
assassinate a dangerous opponent or 
sabotage some equipment. 

During the game messages come in 
ranging from successful completion of 
actions to news of a foiled attempt by 
the enemy to sabotage a fighter. 
Reconnaissance missions can be 
regularly flown to learn more about the 
foe's strengths or the degree of loyalty a 
certain system has towards the Alliance. 


Grid grind 

Sooner or later the talking stops and 
it's time for a good old-fashioned 
shoot-'em-up. There's no face-to-face 
confrontation, though - all battles 
take place on a 3D grid, and you 
programme individual ships to carry 
out specific retreat or attack 
manoeuvres and formations. Most of 
the fun comes from the preparation 
for battle as the actual dogfights are 
lacklustre affairs. Camera views can 
be altered but there are no scary 
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he's most powerful. The most direct 
route tends to lead straight into 
trouble. Enemy 
tanks and 
minefields are 
health hazards that could well be 
done without. 

Given the toy soldier theme it 
seems strange that this element is 
rendered almost insignificant by the 
fact all the battlefields are your 
basic jungles, deserts and so on. Why 
isn't it set in a Micro Machines -style 
world? Miniature soldiers fighting in 
house and garden locations could 
have been excellent fun, but the 
opportunity has been missed. As it is 
Army Men is still a fun, if at times 
frustrating little game. There are 
some bugs like vehicles getting stuck 
in the scenery from time to time but 
there's plenty of fun and a big 
challenge to be had. It’s a shame 
more wasn't done with the concept 
which could have made a good game 
great. Miles 
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Toys for boys, but in this 
case boys with patience to 
spare if you’re to get the 
most out of a fun-but- 
flawed title 


Army Men 

PUBLISHER UBISOFT DEVELOPER 3D0 PRICE £39.99 RELEASE OUT NOW WEBSITE www.ubisoft.co.uk 


WOULDN’T IT HAVE BEEN RE ALLY COOL IF THE HOUSES WERE PLASTIC AND MELTED TOD? 


MEN 


Kitted up 

A whole range of weapons and 
equipment are available, including 
mortars, portable medikits, grenades, 
bazookas, mine detectors, mines and 
everything else a self respecting 
frontline squaddie wouldn't be seen 
dead without. A handy boot camp 
training mission right at the start 
takes you through how to use each 
one on a dedicated firing range, and 
once this has been completed you're 
ready to go straight into the game. 

Presentation is nice, with a 
stylish WW2 newsreel-style intro 
sequence and plenty of little touches 
to keep things interesting, like 
troops melting into a puddle when hit 
by a flame-thrower. These guys are 
plastic - remember? Graphically, 
however, it's quite basic. In-game 
visuals are nice enough and do the 
job, but the backdrops are of the 
static isometric scrolling variety with 
no rotational or scaling 3D effects 
whatsoever. It doesn’t have a great 
effect on gameplay but doesn't look 
as sophisticated as games tend to do 
these days. 


Stick ‘em up 

At first it seems like you can just go 
straight in all guns blazing and win, 
but you soon realise there's quite a 
lot of strategy involved. As progress 
is made through the 30 missions on 
offer it becomes imperative to scout 
out the area to ascertain the 
strength of the enemy and where 


“The 


army's large, Sarge. but where’s 

that flipping Captain?” Only UbiSoft have the answer... 


t first glance comparisons to 
Sensible’s classic Cannon 
Fodder spring to mind, but 
these soon disappear. The player 
takes control of ’Sarge,’ but instead 
of mouse-clicking where you want 
him to go as in Cannon Fodder , he's 
controlled directly via the keyboard 
and mouse. The control method 
actually seems well dodgy at first but 
with practice it starts to make sense, 
especially when you start using 
vehicles. For example, when driving a 
tank it enables steering using the 
keyboard while the mouse is used to 
rotate the turret independently of 
the direction of travel. 
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F-22 Raptor 







PUBLISHER NOVALOGIC 

DEVELOPER NOVALOGIC & LOCKHEED 

PRICE £34.99 

RELEASE OUT NOW 

WEB SITE www.novalogic.com 



—22 RAPTOR 




Fly the USAF’s 21st Century fighter in this state-of-the-art 

flight simulator from NovaLogic and Lockheed Martin. 


ovaLogic are fast developing a 
reputation for producing 
some of the best military 
simulations around, with a product line¬ 
up which includes Comanche 3, Armored 
Fist 2 and F-22 Lightning II. Their latest 
flight simulator is F-22 Raptor, a sequel 
to the latter of these three, and it is a 
very impressive piece of work indeed. 

NovaLogic have been working 
closely with the aircraft 
manufacturers Lockheed Martin, and 
the game will be released under both 
company’s names. Their development 
team includes Dave Ferguson, a veteran 
test pilot and director of flight testing 
at Lockheed Martin’s secret 
development facility, the Skunk Works. 
He was involved in the development of 
the Lockheed YF-22A advanced tactical 
fighter, the aircraft upon which the 
simulator is based, and. was one of the 
first people to fly this futuristic new 
fighter. One of his roles in the creation 



of the game was to ensure that the 
flight dynamics were as accurate as 
possible, and he certainly seems to 
have done a superb job. 

Engines on 

The Lockheed F-22 is currently the 
subject of at least four different 
simulators, including NovaLogic's own 
Lightning II, so Raptor is up against some 
pretty stiff competition. However it has 
so many good features that it stands out 
head and shoulders above all the others. 

The first thing that hits you is the 
quality of the graphics. When I first saw 





QNE QF THE GREAT THINGS ABOUT THE F-22 RAPTOR IS THAT IT IS SUCH A COOL-LOOKING PLANE 
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This is a top flight game 
from a company who lead 
the field in combat 
simulators. With the 
support of Lockheed Martin, 
authenticity is guaranteed 




the game running on a machine at 
NovaLogic's UK offices I assumed that if 
must be using some sort of 3D 
accelerator card, and I was astonished to 
discover that it was actually running on a 
standard P200. NovaLogic have developed 
a new 3D polygon rendering engine which 
mimics in software many of the features 
of a 3D card, and the result is a smooth 
scrolling texture mapped landscape and a 
superbly detailed aircraft model with 
fully animated features such as flaps, 
undercarriage and bay doors. 

Rules the skies 

One feature which really sets the 
game apart is a unique network 
multiplayer option which allows up to 
100 would-be Top Guns to share the 
skies in NovaLogic's new NovaWorld 
Internet combat arena. You will be able 
to choose either a straightforward 
deathmatch or a more interesting 
squadron based option where you 
team up with other pilots to complete 
a selection of special missions flying 
against other teams. I tried this 
option out while at Novalogic’s offices, 
flying against a group of programmers 
from their American HQ, and it was 
totally addictive. 


Mission possible 

Once you have mastered flying the 
aircraft, you can start on the 
campaigns. There are a total of 48 
missions over five campaign scenarios, 
ranging over all the world’s potential 
trouble spots, such as Angola and the 
breakaway Russian republics. The 
political backgrounds to these 
scenarios are based on declassified CIA 
reports, and are intriguing speculations 
on the future of world politics. The 
missions themselves put you into 
complex tactical situations where you 
will have to use all of the Raptor's 
amazing capabilities just to survive. 

The game has been designed to 
accommodate the more advanced 
player who demands a high level of 
gameplay from their simulator, and it 
certainly delivers. Cliff 





NOVALOGIC'S NEW POLYGON BASED RENDERING ENGINE PRODUCES SOME OF THE MOST 
REALISTIC TERRAIN MODELLING EVER SEEN IN THIS TYPE OF GAME 
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__ Need For Speed II 

PUBLISHER ELECTRONIC ARTS DEVELOPER ELECTRONIC ARTS PRICE £40.00 RELEASE NOVEMBER WEBSITE www.ea.com 



For an adrenaline rush of massive 


proportions, jump in the driving seat 
of a McLaren FI, and race! 



! elcome to a world of 
; extremely impolite drivers. 

I They cut you up, force you 
off the road, and are generally 
obnoxious to everyone, no exceptions. 
There really is nothing more annoying 
than putting your foot down on a 
lovely long straight to find the bloke 
in front is doing everything he can to 
stop you from getting past. Need For 
Speed USE is a well designed racer for 
serious drivers. Some of the later 
tracks have so many twists and 
hairpins that it can be damn annoying 
crashing on almost every corner. Mind 
you, that's not to say that it isn't 
great fun and very addictive, and 
some of the crashes are unbelievable. 


Who needs 
crash test dummies? 

One factor that really grabbed me by 
the wotsits is the detail involved 
when crashing. Anyone who has ever 
had the unfortunate luck to have 



rolled a motor, (barrel rolled or end 
over end), will experience a serious 
reality shock when it happens in the 
game. One second you're hammering 
through a twisting tunnel section at 
speeds in excess of one hundred and 
fifty, next the wall looms, the engine 
roars and all you can see is a chaotic 
jumble of images, the last usually 
being out of an upside down 
windscreen with a very fast super car 
bearing down on you! This is without a 
doubt best experienced with the in- 
car full screen view. What's even 
better, is that with a carefully aimed 
sideswipe or a very hard back-ender, 
you can cause the other drivers to 
execute some equally awe inspiring 
and car crunching rolls and spills. 

Crosstown Traffic 

There is one setting that, even 
though it serves no practical 
purpose, is certainly great fun to play 
with for a bit. That is the traffic on 




SPEED II: 



or off option. This does exactly what 
it says, it puts lots of normal 
everyday cars on the road with you: 
Landrovers, VW camper vans, VW 
beetles, and even a Mini. (I think it 
was a Mini, I was going very fast at 
the time!) No super cars are allowed 
at the same time unfortunately 
though. My only gripe would be that 
when travelling at stupidly fast 
speeds, it didn't really convince me of 
such. But after saying that, Need For 
Speed IISE is still a damn good test 
of skill, reactions, and ability, with 
very little to let it down. Excellent 
graphics capabilities, even for slower 
machines, combined with realistic 
sounds and bags of playability make 
this game a winner! Graham 




TOP 

100 PC 
GAMES! 


PROCESSOR 

P90 

| MEMORY 


16MB 

| PLAYERS i_2 1 

GRAPHICS 


SVGA 

CONTROLS 

KEYS. MOUSE & JOYSTICK 


With a new challenge 
on every course, and 
some very devious 
AI drivers, this game looks 
set to be a big hit! 
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Dark Earth 


PUBLISHER MICROPROSE 

DEVELOPER KALLISTO ENTERTAINMENT 

PRICE £29.99 

RELEASE OCTOBER 

WEB SITE www.microprose.com 


DARK EARTH 


You are Arkan, Guardian of Fire, and only you can save the world 

in this intriguing fantasy adventre from MicroProse. 



ark Earth from Microprose is a 
very beautiful new walk-around 
fantasy adventure game, which 
is set in the far future, after a 
cataclysmic war has annihilated most of 
humanity. You play the part of Arkan, a 
Guardian of Fire from the monastic city 
of Sparta (not to be confused with the 
ancient city of the same name). 

After a nasty incident involving 
some invading barbarians and a large 
bottle of corrosive liquid, you are sent 
off on a quest to save your people and 
the world from the encroaching 
darkness and evil. You are given very 
little information at the outset, and 
only by talking to the other characters 
within the game can you hope to figure 
out just what is going on and precisely 
what you are expected to do about it. 

The game is truly spectacular in its 
visual splendour, with the motion- 
captured characters moving through 



beautifully lit, high resolution 
rendered scenes of a quality 
comparable with those seen in Myst. 
The design of the city of Sparta itself 
is vaguely reminiscent of medieval 
China, and the costumes of Dark 
Earth's main characters reflect this. 
The game's main protagonist, Arkan, 
bears more than a passing 
resemblance to Monkey, from the TV 
series of the same name. 

The rendering of the figures is 
very good, and includes light-sourced 
shadows. Movement within the 
environment is also good; for instance 
when searching through a desk, 
Arkan's hands touch the objects on 
the desktop, even though they are not 
'live' objects. 

The player's view of the action is 
from a series of fixed camera 
positions, and as Arkan moves from 
scene to scene there is a quite 
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Lovely scenery and 
game design, along with an 
original fantasy storyline 
make Dark Earth a real 
quality game 
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noticeable pause as the next high-res 
image is loaded in. I was playing the 
game on a P200 with a 12x CD-ROM 
drive, and the delay was still just 
short of irritating. On a lower spec 
machine, this waiting around could 
prove to be an annoying problem. 

Game control is generally very 
good. The arrow keys control 
movement, and when combined with 
the Ctrl and Shift keys, combat as 
well. Combat is another minor 
problem, in my suitably humble 
opinion. You enter the combat mode 
by pressing 'C', but you still have to 
open the inventory and select a 
weapon with the mouse. Since you can 


put an object away with a single 
keystroke, would it not have made 
more sense to have the character 
draw a weapon as soon as you press 
the key to enter the combat mode, 
then maybe have the option to scroll 
through your other weapons, rather 
than trying to fight with an armed 
opponent bare-handed ? 

Still, these are minor grumbles 
from an overly pedantic reviewer, and 
this really is a very good game indeed. 
The stunning visuals and overall 
quality of Dark Earth make this a fine 
title and one which any fan of the 
fantasy adventure genre will definitely 
want to own. Cliff 
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_ Last Bronx 

PUBLISHER UBISOFT DEVELOPER 3D0 PRICE £39.99 RELEASE OUT NOW WEB SITE www.ubisoft.co.uk 


LAST BRONX 

It's not set in the Bronx, but you won't last long in this tough 

arcade beat-'em-up converted for our favourite platform by Sega PC. 



D here aren’t too many decent 
beat-’em-ups available for the 
PC, and the few that are don’t 
bear much comparison to the superb 
fighting games to be found on the 
various consoles, such as the classic 
Tekken 2, the new and highly acclaimed 
Street Fighter Alpha Dash , or the 
martial arts and weapons extravaganza 
Soul Blade. Something needed to be done 
to redress the balance, so this latest 
arcade conversion from Sega PC is a 
welcome addition to our gaming arsenal. 

With some well drawn Anime type 
characters and a suitably apocalyptic 
opening story of decaying cities and 
gang warfare, Last Bronx is, despite 
the title, distinctly Japanese in style 


and content. The eight fighters you 
can choose to play could almost be 
extras from Akira or Tank Police, and 
the Neo-Tokyo setting gives the game 
a definite Manga atmosphere. 

Jump around 

The various gymnastic leaps and rolls 
which the characters can perform are 
well executed, and look fairly smooth 
and natural, and most can be 
combined with kicks, punches and 
weapon attacks for some devastating 
combos. There are also a number of 
impressive looking judo-like holds and 
throws, some of them using weapons, 
which are also well handled, if you can 
summon the skill to pull them off. 
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IT MAY NOT QUITE MEASURE UP TO TEKKEN 2. BUT IT’S DEFINITELY THE BEST YOU HAN RET ON THF PH 



Like all good games, there are 
several control options, including 
joystick and four button game pad, 
but I found that it was at its best 
when played with the keyboard. It was 
certainly a lot easier to hit the right 
key combinations to activate the 
combos and specials when using big, 
finger-sized keys rather than trying 
to make my thumbs do all the work. 
This is probably the first time that a 
fast typing speed has been a useful 
combat skill! 

A bit good 

The graphics and animation are pretty 
damned impressive, and while this is 
still strictly a two dimensional game, 
the character animations have a lot of 
depth and three dimensional detail, 
and the large number of polygons used 
to create the figures gives them a 
well-rounded appearance. The 
backgrounds are also stylishly drawn 
with some nice touches, such as 
animated birds flying past, although 
there is an option to turn this 
animation off in the interests of 
playing speed. 

Beat that 





My console-toting friends from the 
office upstairs couldn't resist the 
temptation of trying out a new beat- 



111811 


'em-up, and came down for a quick look 
at Last Bronx while I was running it at 
a medium speed and screen resolution. 
Bearing in mind they were talking 
about games on the PlayStation, their 
considered verdict was that it was a lot 
better than Virtua Fighter 2, but not 
quite as good as Tekken 2, and I would 
have to agree. However, while nobody 
could deny that Tekken 2 is a very good 
game indeed, unfortunately it isn't yet 
available on the PC. Last Bronx is, and 
it’s bound to win the fight when it’s 
the only contender in the ring. Cliff 
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Despite being a bit slow 
compared to the some 
console titles. Last Bronx is 
the best of the limited 
number of beat-em-ups 
currently available on the PC 
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Lands of Lore II ___ 

PUBLISHER VIRGIN INTERACTIVE DEVELOPER WESTWOOD STUDIOS PRICE £39.99 RELEASE OUT NOW WEB SITE www.westwood.com 


LANDS OF LORE II 





JUST WHEN YOU THOUGHT THINGS COULDN'T POSSIBLY GET ANY WORSE. LOOK WHO STEPS OUT QF THE MIST 
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On a high-spec 
machine this is a very 
impressive looking 
game, and has a lot of 
long term playability 
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ands of Lore is a first-person 
perspective real-time rendered 
game, and this type of 
presentation is ideal for the dungeon- 
delving exploration which forms the 
backbone of most fantasy adventure 
games. The latest games such as 
Deathtrap Dungeon and Wizardry VIII are 
all of this type. Unlike shoot-’em-ups 
such as Quake and Duke Nukem, the 
emphasis is less on combat and more on 


THERE IS AN IMPRESSIVE DISPLAY OF TALENT AND IMAGINATION ON THE FOUR CD-ROMS 
THAT MAKE UP LANDS OF LORE II 


tried it out first on my P200 with a 
3DFX VooDoo card and it was silky 
smooth, with beautiful dynamic lighting 
effects and fluid animations. However, 
when I tried it on a P120 with no 3D card 
I found it to be so slow and jerky that 
combat was all but impossible and just 
moving about soon became extremely 
tiresome. This is not really that 
surprising, as most of the current crop 
of real-time 3D games are designed to 
be used with such a card, and if you like 
this sort of game you really ought to 
think about getting one. If you have, 
and you like a good adventure, then this 
is the game for you. Cliff 


plot. In a storyline which continues on 
from Lands of Lore I, you play the part 
of Luther, son of the evil witch Scotia 
who was killed at the end of the first 
adventure. Luther is afflicted with a 
curse of shapeshifting, and has been 
imprisoned in Gladstone dungeon by 
those who wish to learn the magic of his 
curse. He escapes, and goes in search 
of the ancient god Draracle. It is at 
this point that the action of the game 
starts. The narrative flow of the 
storyline is maintained by small clips of 
full motion video featuring live actors 
which are cut in at various points, but 
these are done in such a way that they 
do not interrupt the flow of the game; in 
fact they are vital to the plot. And there 
is a lot of plot in this game. It comes on 
four CD-ROMs, including three hours of 
FMV footage, and is claimed to take over 
one hundred hours to complete. 


Water Wings 

You will also pick up items to help you 
along your way, such as weapons and 
armour, and magical items to heal your 
wounds or increase your spell-casting 
powers. These items are stored in the 
character’s inventory, which is accessed 
from the very user-friendly interface 
panel in the bottom right corner of the 
screen. This consists of three buttons 


inventory, two buttons for activating 
combat and spell casting, and an 
animated portrait of Luther, which 
reacts to injuries and fills up with water 
if you fall in a river and drown. This 
brings me to one of my few niggles with 
the game. Luther cannot swim, and 
falling into any water more than a few 
feet deep means certain death within a 
few seconds. While this does make 
fighting on narrow bridges more tense 
and exciting, it is frankly a bit of a pain 
in the bum. 


And Now the Weather 

The game is supposed to run on a 
minimum specification of a 75mhz 
Pentium, with a 90mhz recommended. I 


Cosmic powers battle to control the world of mortals 

in this sequel from Westwood Studios 
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_ Dark Reign 

PUBLISHER ACTIVISION DEVELOPER AURAN PRICE £39.99 RELEASE OUT NOW WEBSITE www.activision.com 




Annihilation apart from CSC and all 
the other clones of it, is the 3D 
terrain. With maps littered with 
trees, hills, valleys and rivers, 
players can make real advantage of 
the terrain standing around them, 
either offensively or defensively. 
Total Annihilation’s 3D terrain 
actually works best, having a pretty 
dramatic effect on the strategies 
and tactics players have to employ. 
For instance, high ground can be 
used to extend units' firing range, 
whilst hills and trees are ideal for 
concealing troops. Dark Reign's 3D 
environment also has similar effects, 
although not to the same effect as 
that seen in Total Annihilation. 

Graphically, with superbly 
animated units, impressive 3D maps 
and some excellent special effects 
(especially the explosions) Total 
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Annihilation just about manages to 
overshadow Dark Reign , but this is 
certainly not to say that 
Activision's offering doesn't look 
breath-taking itself! 

The Winner? 

Overall, Total Annihilation, with more 
units and better and more purposeful 
3D terrain comes across as the better 
title, but Dark Reign is not without 
its merits, not least its customisation 
options, which allow players to play 
the game exactly how they want. 

Both titles are an improvement on 
CSC: Red Alert and both will pave the 
way for some stunning new real¬ 
time titles in the future. They're not 
the new revolutionary products we 
were hoping for, but they push the 
genre along nicely and are well worth 
purchasing. Jon 
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A competent and attractive 
real-time strategy title that 
surpasses C&C, but falls 
just short of the standard 
set by Total Annihilation 


They’ve come, we’ve seen, but only one can conquer! 

Will it be Activision’s Dark Reign 
or GT Interactive’s new Total Annihilation ? 


DARKHBH 


3D TERRAIN. REAL LINE-OF-SIGHT AND INTERACTIVE TERRAIN MAKE DARK REIGN A CLASSY TITLE 
AMD ONE NOT TO BE MISSED 


ommand and Conquer set the 
real-time strategy genre alight 
and reached a massive audience 
thanks to its superb graphics, action- 
filled levels and ease of play. As a result 
an army of similar titles have 
subsequently been released. 

Most of these have sadly failed 
to capture the simplistic, but 
compelling essence of Command and 
Conquer, but in Dark Reign and 
Total Annihilation we have, at last, 
two serious challengers. 


genre another step forward. It's not a 
mighty step, but a sure, confident one 
all the same. 


Game Options 

In terms of the modes of play, trying 
to differentiate between Dark Reign 
and Total Annihilation is pointless, as 
both games offer much the same mix; 
single player campaigns, individual 
skirmishes and of course the usual full 
compliment of multiplayer options - 
including options for network, 

Internet and direct modem-to-modem 
play. Both games can also boast 
dozens of different units - a lot more 
than in CSC - and, unlike in CSC, 
they're more finely balanced so that 
each one has its own strength and 
weaknesses. In CSC, for example, the 
infantry were next to useless and had 
no real strengths to speak of, but in 
these two new real-time titles, each 
unit has some use. 


Terrain Talk 

The main thing that stands 
Dark Reign and Total 


C&C Clones? 


Loading both games up, neither 
immediately strikes the player as 
being anything revolutionary. For all 
the hype and talk, initial feelings are 
that both titles are simply CSC, but 
set in a 3D environment. 


As players progress through both 
titles though, it becomes clearer that 
this isn't necessarily the case. Whilst 
neither title is radically 
different or new, both 
offer new features that 
help take the real-time 
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World league Soccer 98 _ 

PUBLISHER EIDOS DEVELOPER SILICON DREAMS PRICE £39.99 RELEASE OUT NOW WEBSITE www.eidosinteractive.com 



Have EA met their match, or do Silicon Dreams need to go back to the 
drawing board with their latest soccer simulation? 



I ith the exception of Star Trek 
buff Cliff, its pretty safe to say 
I that the UPC team are soccer 
mad. This of course makes reviewing 
footy titles a lot more enjoyable, and 
deciding on a review score is more of a 
joint effort from each member of the 
team (except for Cliff who’s wandering 
around shouting K'Plah! and using the 
office lift instead of the stairs). 

The first view raised about the 
game was that menu screens and 
general presentation were pretty 
poor. World Cup '98 is excellent for 
getting you in the mood for the game 


ahead, but WLS '98 provided none of 
this pre-match excitement. Okay, so 
WLS '98 has nothing to do with the 
World Cup, but hey, every soccer game 
needs to get you in the mood. 


Giggle puts it 
past Seamaid! 


As the name of the game suggests, 
the world’s leagues have been brought 
together, so there's no lack of teams 
to choose from. Dallas vs Derby, no 
problem! Still, anyone buying a soccer 
game is bound to be a big fan of the 
sport, and when the official teams and 



players aren’t incorporated, it's a 
pretty big disappointment. When you 
come to starting a game in WLS '98, 
you will notice that the player names 
are changed to something a little more 
humourous. So when you should be 
saving a shot with Schmeichel, it's 
actually shown as Smikel. This isn't 
just on the visual side either. They’ve 
even got the commentators shouting 
out the fake names. 

Play well and 
you’ll be rewarded 

Most of the time playing WLS '98 is 
just boring. You don't get heated up 
like you should when (and if) you 
score, you don't sit on the edge of 



your seat when there’s a corner and 
you really don't care when the 
opposing team wins. There are some 
nice moves to try out. You can chest 
the ball down, perform a powerful 
scissor kick and there are both 
offensive and defensive headers. It 
seems though, even with all of these 
moves, it's still almost impossible to 
score a goal, especially in single 
player mode. 

You should also be aware of a few 
other points which let the game down. 
First of all, if you hold down the pass 
button for too long, the ball goes sky 
high, as opposed to a more powerful 
floor pass. A delay can also be noticed 
between when you press a button and 
the time the ball actually moves. 

The fastest mode is pretty good 
and is far more enjoyable than the 
default setting. Adding a bit more pace 
does manage to liven things up a little. 
We expected WLS '98 to be World Cup 
98's main contender, but too much 
work has gone into the looks when 
compared to gameplay. Better luck 
next time! Simon 
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If only the game played as 
well as it looked, it could 
have knocked World Cup ’98 
from the top of the table. 
Unfortunately it has not 
managed it 
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_ Monster Trucks 

PUBLISHER PSYGNOSIS DEVELOPER REFLECTIONS PRICE £29.99 RELEASE OUT NOW WEBSITE www.psygnosis.com 


MONSTER TRUCKS 


Could there be anything more fun than bouncing up and down in the back seat 

of a car? Yep, bouncing up and down in the front seat of a monster truck! 





| onster Trucks perfectly 
captures all the elements of 
I the 4X4 sport and sticks 
them on a single disc. This game has 
more options than you could waggle 
your joystick at, including three 
separate styles of play - Endurance, 
Circuit Racing and Car Crushing! 

With both the Endurance and 
Circuit Racing categories you can opt 
to play in a Championship, aiming to 
win as many races as you can to gain 
points and a place at the top of the 
league. Upon completion of your 
present league, you will be advanced 
to a higher level, where play gets 
faster and a hell of a lot harder. 


Big Foot 

For the beginner, the programmers 
have included a Practice Session 
option which will pit you against eight 


other drivers on a dry run of one of 
the tracks - this is the best way to 
get used to the lay of the land. 
Alternatively, you can opt to go for a 
Time Trial run, placing you on the 
track racing only against the clock. 
The only problem is that these dry 
runs aren't available on the Car 
Crushing, so you'll have to go up 
against the big boys of auto- 
squashing right away! 

Once you have decided which racing 
option to plump for it’s time to pick 
your vehicle from the nine on offer. 

The tracks are huge and very 
varied placing you in some bizarre 
locations, such as a volcanic island 
and a polar ice cap. Each location 
provides you with a fresh challenge 
to master, be it driving on ice, sand, 
grit or molten lava. You are also not 
just limited to racing just on the 


track - oh lordy, no! You pretty much 
have full freedom of movement to go 
where you please. Sometime these 
short cuts will pay off in terms of 
time but in most cases they'll just 
put you right at the back of the pack! 

The Endurance competition is a 
very good option, this time placing the 
action in four different islands. Once 
again you have full freedom to explore 
but this time you must reach all of the 
nine checkpoints that are cunningly 
distributed all across the landscape. 

Snake bite black 

Luckily for you there is a red arrow at 
the bottom of the screen that 
indicates the location of the next 
checkpoint, so you simply need to point 
your truck at that direction and go. 

The islands are, once again, blessed 
with superb graphics. There's a nice 
range of locations on offer but Easter 



Island must surely rate as the best - 
you just want to pull up on the smooth 
sandy beach and top up your tan! 

As well as being a very good laugh, 
the Car Crushing section is also spot 
on, but sadly this means it is just a 
little bit limited in its appeal - nine 
times out of ten you'll find yourself 
creeping back to the other options. 

Overall Monster Trucks is a great 
racer that really makes you feel like 
you're in the thick of some big 
wheeled action. Cliff 



THE TRACKS SEE YOU TRAVERSING OVER ALL SORTS OF LANDSCAPES FROM UNDULATING SEAS TO 
SLIPPERY ICY WASTES. OFF ROAD RACING HAS NEVER BEEN SO MUCH FUN 
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Cross country racing has 
never been this good. 

Loads of 4x4 action makes 
for a real belter. Bouncy 
tyres and brilliant 
suspension, a stunner! 
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PGA Tour Pro _ 

PUBLISHER ELECTRONIC ARTS DEVELOPER IN-HOUSE PRICE £34.99 RELEASE OUT NOW WEB SITE www.easports.com 


PGA TOUR PRO 

EA’s PGA titles have won both critical acclaim and punter approval, 

but can the company score a birdie with its latest PC version, 
or has it finally driven the series deep into the rough? 



Q or many keen gamers, EA's 
PGA series - which began 
life on the Mega Drive - has 
consistently provided the most 
enthralling, entertaining and 
realistic simulation of golf. 

However, with stars such as Tiger 
Woods boosting the sport's 
popularity, the golf simulation 
market is now more competitive 


than ever before. Back in the days 
of the Mega Drive, EA had little in 
the way of competition but now, 
especially on the PC, the genre is 
becoming swamped with titles 
vying to be number one. 

With this in mind, the fact that 
PGA Tour Pro only has two courses 
could be cause for major 
disappointment, but this soon fades 
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Not the best golf simulation 
ever, but it s up near the 
top of the leaderboard 
along with the Links games 
and Sierras recent Tour Golf 
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once you head on to the fairway. 
The rich detail, superb graphics and 
wonderful control interface make 
this one of the most appealing and 
instantly playable golf games since 
Leaderboard had us all hooked on 
the C64. 

Of the two courses mentioned 
one is set in a desert with lots of 
bunkers to negotiate, while the 
other is set near plenty of 
potentially deadly water ways, 
which provides a considerable 
challenge for amateurs and pros 
alike. Even if you do find the 
courses a little easy, there are also 
several add-on ones available. 

Hole-In-One 

As well as the highly impressive 
courses, PGA Tour Pro boasts five 
different modes of play (practice, 
skins, tournament, matchplay and 
shoot-out) which ensure there’s 
plenty of variety in the gameplay. 
Tons of little extras, like being able 
to watch game highlights and save 
each player's stats and career; plus 






some superb commentary, make 
this daunting competition for all 
other golf sims. 

PGA Tour Pro's strongest selling 
point though is not the smart 
graphics, nor even the excellent 
gameplay, but the fact that players 
no longer have to be huddled around 
the same computer to enjoy multi¬ 
player tournaments - they can be 
on opposite sides of the world! With 
a modem, players can easily link-up 
directly for two-player head-to- 
heads, or can join in huge 
tournaments via the Internet. At 
last armchair golfers of the world 
can unite for some excellent 
multiplayer fun. David 



LAKES. BUNKERS AND TREES SURROUND EACH HOLE. SO KEEN ACCURACY IS ESSENTIAL 


I PLATINUM ULTIMATE PC I Issue One 










































































Plane Crazy | 

PUBLISHER EUROPRESS 

DEVELOPER INNER WORKINGS 

PRICE £39.99 

RELEASE OUT NOW 

WEB SITE www.europress.com | 


PLANE CRAZ 

Reckon you could keep calm flying at around three hundred 
kilometres an hour at an altitude of about a hundred feet? 




□ 


nybody heard of pylon racing? 
Well, for those who haven't, 
it's an incredibly dangerous 
and even more expensive hobby for 
serious, (but quite mad) aviators. It 
entails flying a very fast stunt plane 
around a set circuit of a dozen miles 
or so at an altitude of anywhere 
between fifty and a couple of hundred 
feet! It tends to be mainly for the rich 
adventurous type - ex-pilots and the 
like - probably with more money than 
sense, as the average prize for a win is 
not usually even enough to cover the 
price of a service, let alone damage 
repair - or in the worst case scenario, 
a total rebuild! But then, what a rush! 

This is what Plane Crazy is all 
about, except that you cannot win by 
flying skill alone, you have to make use 
of the power-ups scattered around 
the courses. Which is a shame because 
it plays really well, and the actual 
flight physics are amazingly realistic. 


Graphically speaking 

One very strong point in the game is 
the graphics - with a 3Dfx accelerator 
on board it’s blinding, with serious 
details and textures that will blow you 
away! Plane Crazy is fast, smooth, and 


very realistic, with air turbulence all 
over the place - mainly when you could 
really do without it! For instance, on the 
Dockland Dive circuit there is a section 
where you have to fly through a series 
of large chambers and over the top of 
large powerful fans that blow upwards. 
This doesn't sound too hard until you 
consider that the only ways in and out 
are through openings immediately 
above the fans, and they aren't much 
bigger than the planes themselves! 

I’ll say one thing though, it would be 
nice to be able to drive round the 
courses in something like a four wheel 
drive, as the sights would definitely be 
something to write home about; fast 
moving waters hurtling through tight 
canyons, cascading over magnificent 
falls, rivers of molten lava making their 
slow and inevitable way through 
torturous underground tunnels, 
impenetrable and unstoppable, offering 
death at the slightest touch. Now 
before I get too carried away, I’ll give 
you a quick run down of the five tracks 
on offer in Plane Crazy ; they are, 

Border Dash, Dockland Dive, Monument 
Rush, Volcano Rapids, and last but 
certainly not least, Sin City Run. 

The first and easiest of the tracks 
is Border Dash. Set in the desert, this 
course is surprisingly easy once you 
learn it. There are a couple of slightly 
tricky bits - falling columns, low 
bridges, that sort of thing. I managed 
a first after about half a dozen tries, 
so it can't be that hard! The second 
course however, is a completely 
different ball game altogether. From 
the outset it's bloody hard - I've yet to 



see the finish line at all, let alone in a 
reasonable position. Admittedly it's 
very dramatic, with large flaming 
towers, underground railways and a 
myriad of pipework and dockside 
cranes, not to mention the odd air 
currents and the fact that you have 
seven other players all looking to make 
this the worst day of your life! The 
third course is not quite as bad, set in 
one long canyon with all sorts of wind 
conditions thrown in for good measure 


mode, I’d hate to think what they're 
like on the harder settings! 

All in all Plane Crazy is a very 
playable game with lots of potential. 
The flight mechanics are brilliant 
and the graphics are wonderful, 
especially with a 3Dfx or similar 
accelerator board, but the fact that 
it's so hard spoils it somewhat. I 
think people will become too 
frustrated with it before they have a 
chance to complete the thing. Graham 


The interface is intuitive and easy to use. 
with all the menu options readily to hand 


- crosswinds, downdraughts, and 
general turbulence can cause no end of 
trouble. Combine that with a veritable 
sea of massive rock columns and a 
drop of fog and you are left with a 
very fast, but very dangerous circuit. 
The fourth course, Volcanic Rapids is a 
nightmare - horrendous twisting river 
trails, lots and lots of molten lava, and 
a bit of rock fall thrown in for good 
measure. The last course, Sin City Run, 
is the hardest of them all - set in a 
night time cityscape, it offers the 
player the biggest challenge, through 
subways, in and around tightly packed 
skyscrapers with no clear indication of 
which direction to head in next and 
even straight through a shopping 
centre. Considering that all my 
descriptions are of the tracks in EASY 
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At the end of the day 
it’s a great game, 
but you have to work hard 
at it to get to grips 
with the controls. 
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Journeyman Project 3 ___ 

PUBLISHER RED ORB ENTERTAINMENT DEVELOPER PRESTO STUDIOS PRICE £34.99 RELEASE OUT NOW WEBSITE journeymanproject3.com 



Riven gets a rival, with this, the long-awaited LCCJ ACy Of TI 111 6 

third instalment of the Journeyman Project series. 




n he long-awaited third part 
of the Journeyman Project 
is here at last, and it's 
even bigger and better than its 
predecessors. For those who 
haven't heard of the game before, 
I’ll give you a quick run down. 

Many years ago, one Dr. Elliot 
Sinclair uncovered a startling 
discovery which finally made time 
travel possible. Devoting himself to 
the project, he was eventually able 
to construct the world’s first 
working time machine, which was 
named the Pegasus Device. Formed 
to offer some form of security, the 
TSA (Temporal Security Agency) 


diligently guarded the time stream 
from any potential accidents and 
from deliberate misuse. 
Unfortunately the government had 
little faith in their abilities in this 
regard and hid the machine to 
ensure that it definitely wasn't 
misused. Dr. Sinclair, however, took 
it rather badly and built another 
one - but because of his mental 
state the professor tried to alter 
the time line. The hero, Gage 
Blackwood of course, thwarted his 
plans... this time! 

In the second gripping episode, a 
new type of time machine is 
developed - an all-in-one protective 
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An intriguing game with a 
good collection of puzzles 
and plenty of people to 
interact with. This should 
keep you absorbed for a 
few weeks 
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suit commonly known as a Time 
Displacement Unit, or jump suit. The 
hero, Gage once again, finds himself 
framed for a crime he didn't 
commit, while the real criminal tries 
to sell time travel secrets to aliens. 
Once again Gage overcomes these 
little problems and solves the case. 

Bringing things up to date, 
scientists have now discovered a 
time distortion slowly making its 
way to the present. You are here to 
investigate the occurrence and, if 
possible, stop it. But when you 
arrive there is a message for you 
from a dishonoured ex-agent, who 
apart from anything else, tries to 
frame you with some serious stuff. 
She tells of a devious plot for a 
conspiracy between the newly 
acquired allies, the Cyrollan, and 
another lifeform you have yet to 
meet. She also leaves a couple of 
clues to help on the way. So armed 
with your wits and a very talkative 
artificial intelligence virus, you set 
upon your task. 

Bigger and better 

The main improvements over the 
pervious instalments are most 
impressively revealed in the 
graphics system. Movement control 
is the same in that there are set 
paths you have to follow around the 
landscape, but now it’s possible to 
look in any direction, as the game 
world is a truly 3D arena. From any 
position in the game it's possible to 
look around a full three hundred and 
sixty degree sphere of vision, which 
is very rare in, generally speaking, 
what is a point and click adventure. 



Open for business 

The animation is lovely; each time 
you meet someone, video footage of 
them is overlaid seamlessly onto the 
background to give a real interactive 
feel to the gameplay. Once you've 
started to play it's very hard to stop 
again, for it has a certain addictive 
quality - that certain 'I'll just get 
through the next puzzle and then 
stop!' syndrome. A great game, by 
far the best of the three. Graham 
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_ Deathtrap Dungeon 

PUBLISHER EIDOS INTERACTIVE DEVELOPER EIDOS INTERACTIVE PRICE £39.99 RELEASE OUT NOW WEBSITE www.eidosinteractive.com 



Enter your own private world of pain and despair, 

in the dark and foreboding walls that are Deathtrap Dungeon... 



he concept of wandering 
around a veritable maze of 
turning, twisting, trap-filled 
corridors stuffed to the brim with 
numerous fierce warriors, scantily-clad 
female barbarians, and a whole plethora 
of grotesque, frightful, inhuman beasts, 
is by no means a new one. Ian Livingston 



has been using this recipe for a few years 
now, delighting the masses with his do- 
it-yourself dungeons for one in book 
form, which proved hugely popular, 
especially with role players. But one such 
adventure stood so far out from the 
crowd, with its devious traps, enormous 
play area, and quality monsters, that Ian 





HERE WE HAVE A GAME OF TRUE CLASS, WITH PLENTY OF VARIETY IN BOTH ENEMIES AND 
BACKGROUNDS TO KEEP PLAYERS ON THEIR TOES AND CONSTANTLY EXCITED 


thought it would be a really cool move to 
turn it into a computer game - and being 
a top cheese at Eidos, he did just that - 
and so Deathtrap Dungeon was reborn! 

You still play the part of the brave 
adventurer, armed with your wits, 
cunning and courage. Depending 
on your own needs or whims, 
there are two characters 
available to use 
through the 
dungeon. The first 
is giant of a man 
called Chaindog, who 
manages some 
pretty spectacular 
acts of manual 

dexterity such as leaping across 
wide gaps, standing forward 
somersaults, as well as some seriously 
impressive long jumps, and all this while 
dressed from head to foot in dark, 
heavy looking armour. 


The second of the duo is a young lady 
going by the name of Red Lotus. This 
heroine comes dressed in a very tight 
fitting leather leotard type costume 
which leaves little to the imagination - 
not that that’s gonna help much I know, 
but I just though that I'd mention it in 
passing. She, like her male counterpart, 
has the same extraordinary athletic 
abilities at her disposal, and is 
armed with a huge sword - 
she certainly knows 
how to use it! 

A gallery of 
ghastliness 

Over the last few years, 
I’ve played a plethora of 
games, good and bad alike, and 
this game has got to be one of the 
best I've seen. It's like a good book - 
once you've picked it up, you just can't 
put it down again. Graham 




LUCKILY YOUR HERO HASN’ T GOT THE SAME GYMNASTICS DIPLOMA AS HIS FRIEND AND OURS. LARA 
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A totally immersive sword 
and sorcery universe, full 
of atmosphere and things 
that want to eat you! This 
has got to be one of 
my favourite games 
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Starship Titanic __ 

PUBLISHER ZABLAC ENTERTAINMENT DEVELOPER THE DIGITAL VILLAGE PRICE £34.99 RELEASE OUT NOW WEBSITE www.zablac.co.uk 



Douglas Adams’ long delayed computer game project. 

Starship Titanic is taking bookings now for its maiden voyage. 




I tarship Titanic is a graphic 
adventure set aboard the 'ship 
I that cannot possibly go wrong’, 
an enormous luxury starliner which 

crashes into your 
house one 
evening. 

I The game 
r starts 
when you are 
asked by Fentible, 
the polite but slightly 
yJll nutty doorbot, to come 
aboard and help sort 
out the ship's many 
^problems. 

Beautiful 
plumage 

I then spent a 
couple of days 
utterly 




lost and bewildered, admiring the lovely 
Art Deco graphics and wondering what 
the hell I was supposed to be doing, 
before it occurred to me to ask someone. 

I know that makes me look like a 
complete dork, but how many games are 
there where you can actually have a chat 
with one of the characters, about any 
subject you like, without just choosing 
questions from a script and getting the 
same monotonous answers every time? 

No need to shout 

I thanked Fentible, who offered me the 
sage advice that I should make more 
use of the elevators, then drifted away. 

I tried this out a few more times, having 
chats with the various characters 
found around the ship, and suddenly I 
discovered what the game is all about. 
The solving of puzzles is secondary to 
the fun you can have arguing with a 
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With the bizarre vein of 
humour we have come to 
expect from Douglas Adams, 
this game is sure to be a 
hit with graphic adventure 
fans of all ages 
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variety of stroppy, deranged, and 
sometimes utterly crazy robots. The 
language processing really does work. 
Sometimes you will be aware that the 
answer you get is just read from a list, 
but on the whole the effect is a bit like 
talking to someone who is a bit hard of 
hearing (like me for instance). Most of 
the time they understand you just fine, 
but sometimes you have to repeat 
things. Eh? 

Looking for clues 

If you do pick up enough clues to be able 
to figure out what is going on, you will 
realise that you won't get very far as a 
third class (or 'Super Galactic Traveller') 
passenger. Your first mission is to get 
yourself a free upgrade to first class. 
Anyone who flies a lot (like us jet-set 
computer journalists) will know that 
this is no mean feat. By fiddling with 
various levers and switches scattered 
about the ship, you can alter the 
personalities of some of the robots, and 
get them to co-operate with you. The 
more you fiddle, the more you learn, 
until you can manipulate personalities 


like Machiavelli. Once you have your 
first class ticket, you have more 
access to the different areas of the 
ship, and can start investigating the 
other, more sinister problems 
bedevilling the ill-fated liner. 

Remote thingumy 

The actual mechanics of the game are 
well thought out. Your game interface 
is the Personal Electronic Thingy (PET) 
given to you by the helpful Fentible at 
the beginning of the adventure. 
Through this you can summon lifts, 
operate TVs, talk to the crew, and 
store items in your inventory, as well 
as saving, loading and quitting. There 
were also a few annoying little bits 
where the changing-cursor navigation 
had a few problems, but on the whole 
it proved to be well written and 
relatively fault-free. This is good news, 
because nothing spoils a game faster 
than unnecessary bugs. 

Starship Titanic is a hugely 
enjoyable graphic adventure, full of 
humour and silliness, and it looks great 
as well. Highly recommended. Cliff 



THE ART DECO STYLING OF THE SHIP S LUXURY INTERIOR IS REMINISCENT OF THE 1920S 


| PLATINUM ULTIMATE PC I Issue One 










































. • 




Air Warrior III 1 

PUBLISHER INTERACTIVE MAGIC 

DEVELOPER KESMAI CORPORATION PRICE £39.99 

RELEASE OUT NOW WEB 

SITE www.imagicgames.com 



What-ho chaps! It’s chocks away and into the great blue yonde with Air Warrior 
III, to pit your skills against those of one Baron Manfred von Richthofen, 
more commonly known as the Red Baron. 



■ft ours. Betty 12 ol 
: flight, contact! J 
ng course to 180 , II 


to see y 

it 10000 


ho can forget Air Warrior'} 
This is the third in the series 
of air combat simulations 
from the Kesmai Corporation, and it's 
bigger and better than any of its 
predecessors. Boasting a crazy four 
hundred and fifty missions, the game 
offers the player a completely 
immersive experience in World War I, 
World War II, or the Korean War, 
including just about every aircraft 
produced in those eras. The game 
begins with a wonderful introduction, 
consisting of lots of snippets of real 
archive footage portraying the 
madness and adrenaline of war. 
Bombings, crashes, strafing and some 


hilarious blunders really draw the 
player into the feel of the thing. 

The faster the better 

Air Warrior III is generally a good 
looking game, all the various screens 
are well drawn, with excellent 
attention to detail. The player doesn’t 
even have to bother with changing 
screen modes as the install takes care 
of that, and will quite happily use the 
Windows resolution for all static 
interfaces. It will even display the 
combat screen in high-res, if you have 
a fast machine, and preferably a 3D 
accelerator. With those items however, 
it really makes a difference, it changes 




the landscape from a flat, featureless, 
area of colour with a few well modelled 
but still rather polygonesque buildings, 
to a living breathing land, full of rich 
colours, rolling hills, and gently moving 
rivers, (they don't actually move, it 
just looks like they would if you gave 
'em a chance!) 

Your mission, should you 
choose to accept it... 
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to save an airstrip from a damned 
good bombing! You can even take on 
the Red Baron in solo combat, if ya 
'ard enough! As well as all this you 
also get full multiplayer support, 
even for up to two hundred and fifty 
people to dogfight at the same time 
while online! 

With a huge assortment of every 
type of aircraft available to choose 
from, hundreds of miles of airspace to 
fly in, and masses of very varied 
scenarios, this latest Air Warrior game 
would look good in anybody's 
collection. Graham 


It’s refreshing to play 
a game with bags of 
versatility that doesn’t 
require a degree in 
astrophysics, and 
is simply great fun! 


The main menu screen is intuitive and 
well laid out, and offers the following 
options: fly a mission, online 
multiplayer, set-up, modem to 
modem, play back a film, credits, 
baa?, (it's that damn sheep again!) 
and for all you seat of the pants 
pilots, an instant action button. 

Before getting into the air, a quick 
trip to the set up menu is in order. 

Here, the game settings can be adjusted 
to personal specifications and machine 
requirements. The sound options allow 
the player to alter the general volume, 
plus they can select what incidental 
sounds are heard, like wind, g-stress, 
diving, other planes, landing gear, bay 
doors, bombs, explosions, and the 
maximum audible distance these things 
can be heard from. 


When you have decided which of the 
four combat areas to choose, the 
next thing you will have to choose is 
a mission. These can vary 
from simple coastal 
patrol for enemy 
aircraft, to an 
emergency scramble 
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Ignition 






PUBLISHER VIRGIN 

DEVELOPER UDS 

PRICE £ 29.99 

RELEASE OUT NOW 

WEB SITE www.vie.co.uk 




Leave your Formula 1 and Indy cars parked in the garage because Ignition. 

a new game which lets you drive anything from a bus through to a police car 

is on the starting grid - and looking good. 




ver since the days of old hits 
such as Nitro Racer, the 
arcade racing genre has 
remained one of the most popular. 
Whilst other styles of game have come 
into fashion and gone out of favour, 
the arcade racing genre has always 
made for consistently compulsive 
gaming. Now Ignition, a game with 
playability firmly rooted in its engine, 
carries the genre on in the same vein. 

Turbo Charged 

Although Ignition draws inspiration 
from some of the old greats, it's 
perhaps most comparable to 
Psygnosis' Speedster. This title and 
Ignition share a lot of common 
ground, including the top down view 
and the style of the game, but 
Virgin’s offering boasts much more 
than Psygnosis'. 

For starters Ignition has ten 
different cars, each of which has its 
own unique attributes that suit a 
different style of racing. Each car has 
four basic ratings; speed, acceleration, 
grip and turbo. Speed, acceleration 
and grip are all pretty much self- 
explanatory, but turbo - whilst not 
exactly novel - is something a little bit 
different from the norm here. 

Basically, each car has a turbo 
gauge which, when full, allows players 
to boost their speed for a second, or 


two. This in turn depletes the turbo 
gauge and players must wait until it 
has replenished before they can use it 
again. Each of the ten different 
vehicles has its own unique turbo 
rating, which means some cars can 
use their turbo for longer and far 
more often than others. Although this 
gives some of the cars a distinct 
advantage, the design of the tracks 
ensures that gratuitous use of the 
turbo will only end in disaster. With 
cliffs, jumps, hazards and obstacles 
the advantage that can be gained 
from the turbo comes in knowing 
when to use it, not how often. 

Track Record 

As well as ten different cars, Ignition 
also offers seven diverse and very 
challenging tracks. Five of these 
tracks are available from the outset, 
but to access the other two, players 
must finish in the top three on all 
the other tracks. Unlike some games 
(and Speedster was one) each of 
these tracks is wildly different and 
so demands very different skills and 
tactics. In fact, as with any decent 
racing title, half of the game is 
getting to know each track, how to 
race it and where the short cuts 
are. There are roughly two short 
cuts to each track and although 
players will be able to get right 
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It s not the hardest racing 
game around, but you’ll be 
hard pushed to find 
anything that’s quite as 
entertaining as this - and 
at a good price too! 
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through the novice level without 
them, the amateur and pro levels are 
near enough impossible to win 
without knowing where they are. 

Shortcuts 

Additionally, simply knowing the 
location of the shortcuts is no 
guarantee to success because taking 
them is not without risk; if taken 
wrongly, players could actually lose 
more time than they could possibly 
have gained. As well as short cuts, 
each track is littered with natural 
hazards that can slow players down. 
By and large (and this can be one of 
the more frustrating elements of the 
game) your chances of succumbing to 
these natural hazards are influenced 
more by chance than by bad driving. 
For example, on one of the tracks the 
rain lashes down and lightning strikes 
all around. Now these lightning bolts 
strike completely at random and if 
players are in the wrong place at just 
the wrong time there's little they can 
do about it. 

Cruising around in first place, only 
to be struck by a random bolt of 
lightning and thus knocked back into 
last place can be a bit annoying to say 
the least, but then it can work the 
other way too! 

On top of the shortcuts and 
hazards, each track demands different 
skills and is suited to a different car. 
So, whilst the police car with its 
impressive top speed and acceleration 
may have an advantage on the tracks 
with long straights, when it comes to 
the tight, twisting tracks its lack of 
grip lets it down badly. This helps 
ensure that no car or player can gain 
an unfair advantage over the course 
of a full Championship and makes the 
choosing of a car that’s suited to each 
player's driving style essential. 



Car Wars 

With four different modes of play on 
offer (championship, pursuit, single 
race and time trial) and three 
different skill levels, Ignition already 
boasts more than enough to 
entertain a single player, but it's the 
multi-player game which really 
brings the game to life. Two players 
can drive against each other on the 
same PC, thanks to a split screen 
mode, or can play via a direct modem 
link-up. Better still, a selection of up 
to six players can race head-to-head 
with a LAN. With players able to 
bump each other off the ledges and 
block each other in, this can be a 
hilarious gaming experience and one 
which certainly can only add to 
Ignition's appeal. 

With the release of Ignition, 
Swedish developers, UDS, seem to be 
giving two fingers up to the high-tech 
racing sims of today and going back to 
the days when the simple philosophy 
was that fun and gameplay should 
come above all else - and they've done 
a superb job too! 

Okay, so it's not Grand Prix 2 or 
even Formula I in the graphics 
department, but Ignition is still a 
hugely enjoyable arcade racing 
game, that’s absolutely perfect for 
those dull moments when you're 
looking for something that’s quick, 
easy and fun to play. Jon 


nr 







ONE OF THE FEW QUIBBLES WITH IGNITION IS THAT THERE’S NO ON-SCREEN MAP THAT ALLOWS 
PLAYERS TO SEE HOW FAR AHEAD OR BEHIND THEY ARE - IT’S JUST LIKE REAL LIFE 
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Incubation 

PUBLISHER BLUE BYTE SOFTWARE DEVELOPER BLUE BYTE SOFTWARE PRICE £29.99 RELEASE OUT NOW WEBSITE www.bluebyte.com 





The planet Scayra: The energy shield has collapsed, 

the alien mutants are attacking, and time is running out! 



he saga of Battle Isle from 
Blue Byte goes back many 
years, and encompasses a 
highly successful series of turn- 
based strategy games, but this latest 
installment is not only the best of 
the lot, but is one of the best games I 
have ever played. The recent trend 
has been to produce variations within 
a genre, until everything looks like 
either Boom, Command & Blunder, or 
Generic Fighter II. With Incubation, 
Blue Byte have shown that this need 
not be the case, whilst also 
demonstrating that turn-based 
combat does not have to be boring. 

Groovy Mover 

The first thing that strikes you 



about any game is the look of the 
graphics. Incubation uses the 
Charisma rendered polygon 3D 
engine as seen in Extreme Assault, 
which puts to shame many real-time 
games. I would compare its graphics 
favourably with those of Tomb 
Raider, to name an example. The 
second thing you notice is the user 







interface, and this one is so intuitive 
that I was able to jump right into 
the action with barely a glance at 
the draft copy of the manual I was 
provided with. The only thing you 
may need to look up is the 
movement system, which may need 
explaining to those of us who have 
become used to real-time action. 

This is how it works: Each character 
in your patrol has a set number of 
action points to expend each turn, 
and these can be used to move, fire, 
guard, administer first aid, etc. 
Moves are laid out on an invisible 
square grid, and the further you 
move across this grid, the fewer 
points you will have to carry out 
other actions when you get there. 
This means that you can move 
quickly or cautiously, but not both 
at once. Each character takes his 
turn, expends all his action points, 
and then it is the enemy’s turn, and 


you get to see how sound your 
tactics are. This may sound 
complicated, but it isn't really. You 
soon get the hang of positioning 
your troops so that they are 
covering each other, and you better 
had, because the aliens have got you 
seriously outnumbered! 

Bang Bang 

No game would be complete without an 
internet multiplayer option, and 
Incubation is a very complete game 
indeed. There are options for up to four 
people to play over the internet or a 
local area network, and even a play-by¬ 
email option. I doubt if I have covered 
one tenth of this game's depth in this 
review. There is barely space on two 
pages to mention the thirty-four 
missions, the dozens of weapons, all 
the different aliens there is just too 
much of it. You’ll just have to go out 
and buy it for yourself. Cliff 
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I know turn based strategy 
games aren’t everyone’s cup 
of tea, but this one is 
different, and very original. 
Strategy for action fans 
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Uprising 

PUBLISHER UBI SOFT DEVELOPER CYCLONE STUDIOS FOR 3D0 PRICE £39.99 RELEASE OUT NOW WEBSITE www.ubisoft.co.uk 



Combine the concept of C & C, the playability of Doom, 

and the addictiveness of several illegal substances... 






1 1 last, a game I can go on and on 
about, for days if necessary - 
I but don't worry, I won't. 

Uprising has all the makings of a really 
popular game; strategy, fast 3D action, 
and a multitude of upgrades and 
technologies, but I shall first set the 
scene: Earth as we know it is divided, 
with each group believing that they have 
the right to conquer and own whatever 
land they saw fit, which of course just 
makes the whole situation go from bad to 
worse. To compound this, a few years ago, 


an unprovoked attack on the planet of 
Albion by a totally unknown alien race 
wiped out the population in a matter of 
hours. A new government was set up to 
try and deal with the situation, and so for 
the first time in years a fleet of all races 
and religions, whose size was unmatched 
in the history of mankind, was sent to 
battle the newcomers. Every while or so 
reports were sent back telling of major 
fighting and of success in beating back 
the enemy. A single message was also 
sent quietly back to known space with 
information about alien artefacts found 
on the planet of Albion. This was very 
quickly hushed up and denied by the 
military, who also quickly placed a 
planetary seal on the place. 

Aliens abroad 

It turned out that what they found 
could be used by humans, and was 
considerably more powerful than 
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anything they already had. The main 
find was The Wraith', this is the basis 
of the game, it is a mobile command 
post with some amazing capabilities. It 
can handle a huge assortment of 
thirteen different weapon types, and is 
incredibly tough. The other artefacts 
that were found allowed the rebels to 
construct a system of teleporting 
units into 'Hot Zones' of planets, where 
they were most needed. The game 
begins as you are teleported, inside the 
Wraith, to the battleground where you 
have to complete a specific mission, 
these are generally build bases then 
kick the aliens the hell off the planet, 
simple huh? Not quite, first you must 
locate a control square and call in a 
citadel. This is airlifted to position, 
then dropped, literally, onto one of four 
possible spaces on your new base. (I 
made the mistake of parking the 
Wraith on a building square and was 
promptly squashed by an incoming 
factory!) The citadel is an integral part 
of the base defences, for it houses a 
very high powered laser at its top, 
which I am glad to say can be controlled 
by you, or will quite happily blast 
anything that comes near it using its 
own Al. It is also the main part of a 
base, converting resources into energy 
and so letting you build more facilities, 
like a power plant, or a utility. There 
are several different utilities available 
to build, like tanks, barracks, AAV's 
(aircraft), bombers, or even a killer 
satellite to keep the air space clear. 


One thing to remember though, the 
other side are trying to do exactly the 
same, so time is of the essence. 

A world of pain 

Uprising is set in a huge 3D world, 
with a smooth, quick frame rate, 
this results in a fast-paced action 
explosion; one second I was 
meandering through high walled 
valleys, the next I was mobbed on all 
sides by land and air vehicles. 
Because of the teleporting system I 
had to be so seriously aware and 
alert to stop the opponent getting 
the surprise. This works both ways 
of course, there is nothing quite like 
quietly approaching an unwary 
enemy base, then gatting’ in couple 
of dozen assorted tanks, planes, 
bombers, and soldiers, then 
watching the fireworks! 

It’s a winner 

Uprising has all the hallmarks of a 
winner - fast, versatile graphics, 
combined with a level of playability 
that I found really addictive. Graham 
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Micro Machines V31 

PUBLISHER CODEMASTERS 

DEVELOPER CODEMASTER 

PRICE £34.99 

RELEASE OUT NOW 

WEB SITE www.codemaster.com 


MICRO MACHINES V3 





THIS INSTALMENT IN THE MICRO MACHINES SERIES BRINGS YOU MORE WACKY RACES IN MINUSCULE CARS 
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Grab a few friends, 
load this onto your PC and 
enjoy some of the most 
addictive and thrilling 
gameplay ever! 
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It’s finally here! Yep. Micro Machines V3 has landed on the PC - 
and it's even more addictive than ever before! 


ever! Gone are the old 2D graphics and 
in are the rather lovely looking 3D 
visuals. And the best news of all? The 
old mega-fantastic gameplay has not 
only stayed. Codemasters have 
actually managed to improve on it. 

As in previous versions, you still 
experience the fun of skimming 
around tables whilst trying to 
outwit your opponents to get 
ahead, but now there's an even easier 
way of winning! Those nice people at 
Codemasters came up with a rather 
ingenious idea for making Micro 
Machines even better. They’ve only 
gone and added a wacky selection of 
weapons to ensure the game is more 
fun than ever before. 

'Weapons on those small vehicles?' 
you may cry. Yes, but these are no 
ordinary weapons, these are weapons 
in a Micro Machines mould. Located on 
tracks throughout the game, the 
weapons are wrapped in cleverly 
hidden parcels on the trackside. When 
collected they can give the player one 
of a range of goodies on offer. There's 
fireballs, an absolutely huge bonnet- 
mounted hammer for smashing up 
anyone in front of you and a brilliant 


grabber claw. With this lovely gadget, 
you can snatch a vehicle in front and 
throw it to the back of the race! Just 
imagine the scene, your mate’s about 
to cross the winning line and you're 
just behind him. Then, out pops the 
grabber claw and throws him into last 
while you take victory! 

One of the best things about Micro 
Machines has always been the way you 
race around quirky scenarios. There's 
nothing more fun than dashing around 
a breakfast table and jumping using a 
cheese ramp, only to land on a box of 
cornflakes. And there's nothing more 
frustrating than getting tangled up in 
the knives and forks while your mates 
race past you to claim victory. But 
these little factors all help contribute 
to what is a seriously fun game. 

This new version of Micro Machines 
includes a massive amount of options. 
If you want to brush up on your skills, 
when you are told by one of the 
game's characters how well, or not, 
you are driving, you can select Driving 
School mode. In One-Player mode you 
can have a Head-to-Head, Challenge, 
Time Trial Race and Time Trial 
Challenge. And then there's the 
Multiplayer mode, Team mode, Party 
Play mode and more! 

Gameplay-wise, the basics of 
Micro Machines V3 remain essentially 


similar to the first two games in this 
illustrious series. Each time the 
other players fall off the screen, the 
last person remaining wins a point. 
And after a couple of laps, the 
person with most or all of the points 
wins the race. This system is one of 
the main reasons why Micro 
Machines is so brilliant to play, and, 
thankfully, Codemasters have 
retained this while adding plenty of 
extras to make it stand out from 
previous incarnations. 

When you consider Micro Machines 
also has 32 vehicles, support for playing 
over a Local Area Network for up to 
eight players and some of the best 
gameplay seen in any game this year, 
you can see why this is something 
really special. For gamers who want 
something to keep them and their 
mates glued to their screens, Micro 
Machines V3 is here! Martyn 


which racing game stands out 
in their mind for its gameplay 
and addictiveness, and it's almost 
definite they’ll mention a certain well 
known game called Micro Machines. 

This remarkable piece of software has 
made more people cry and shout out 
loud with excitement than any other in 
history. The fact is that when you are 
playing against friends it gives you a 
faster adrenaline rush than a bungie 
jump and its unmistakable qualities of 
attention-grabbing gameplay are 
simply too hard to ignore. 

Now, following its first two 
successful outings, Codemasters have 
launched Micro Machines V3 and, 
incredibly, it's even more addictive than 
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| Broken Sword 2 __ 

PUBLISHER VIRGIN INTERACTIVE DEVELOPER REVOLUTION PRICE £34.99 RELEASE OUT NOW WEB SITE www.vie.co.uk 



BROKEN SWORD 2 



When it comes to creating adventure games, developers Revolution have a 

strong track record. Mow they bring you a new Broken Sword tale 

full of romance, deceit, murder and mystery. 


□ dventure games have 
undergone continuous 
improvement over the years, 
and this sequel to the smash-hit Broken 
Sword is no exception. The first of the 
series surprised many and brought new 
fans to the genre. This, the second 
installment, continues from where the 
first left off and takes the hero of the 
tale on a journey halfway round the world. 

The visuals appear to have developed 
in a similar trend to other adventure 
games of late such as Discworld 2 and 
Monkey Island 3 - all of the main 
characters have become far larger and 


contain much more detail. The games now 
look far closer to a Disney movie than the 
once pixillated games of old, and it's hard 
not to appreciate the amount of effort 
that has gone into getting the characters 
to look and move right. You only need to 
cast a passing glance over the credits to 
realise how many animators and other 
artists were involved in the new game's 
creation and as a result, the initial impact 
of Broken Sword 2 's presentation is really 
quite astounding. 

It’s all in the Timing 

Timing is required in many other 


mm 
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instances throughout the game, such as 
stealing the drunk Gendarme's flask. The 
flask can only be taken when he covers 
his face with his hands. Spiking the fat 
pompous man's drink in Glease Gallery 
with the contents of the flask once again 
requires timing, and can only be done 
when he's holding his hands up in the air. 
Elements other than basic exploration 
and puzzle solving are now beginning to 
appear in adventure games, adding much 
needed variety to an old concept. 

Conversations still remain an 
important element of the investigation 
and provide more than just a time filler 
or joke teller. Although you are given an 
option of what to ask, the truth is that 


you need to ask about everything, until 
George tells you that there are no more 
options available. Some people may think 
that the amount of talking required 
may sound laborious, but the script is so 
well written and the acting so good that 
it becomes a pleasure to listen to. The 
characterisation and the subtle humour 
are of an extremely high standard and 
wouldn't go astray in a movie. 

Revolution have created an adventure 
full of all the important ingredients that 
you would expect in a classic detective 
novel: murder, mystery, deceit and 
romance are all placed in exotic locations, 
in a winning form which is both flawlessly 
presented and implemented. Jon 



I PLATINUM ULTIMATE PC I Issue One 


























_ X-COM: Interceptor I 

PUBLISHER MICROPROSE DEVELOPER MICROPROSE PRICE £39.99 RELEASE OUT HOW WEBSITE www.microprose.com | 


X-COMJNTERCEPJQR 


MicroProse have released the fourth instalment of the successful 

X-COM series, so now you get to take on the alien saucers head to head. 





THE GRAPHICS IN THE MAIN PART OF THE GAME ARE BRIGHT AND COLOURFUL. BUT THE ENGINE DOES LOOK 
A LITTLE BIT DATED. AS SPACE SIMULATORS GQ. IT REALLY DOESN’T COMPETE WITH CONFLICT: FREESPACE 
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D he latest game in one of the 
most popular series ever.X- 
COM: Interceptor represents a 
break from tradition in a number of 
fundamental ways. First off. it breaks 
the series' established timeline by falling 
between Terror from the Deep and 
Apocalypse, being set in deep space 17 
years before one and 17 years after the 
other. Secondly, Interceptor dispenses 
with the popular isometric 3D squad 
combat engine in favour of a space flight 
and combat simulator which places you 
in the pilot seat of one of the X-COM 
fighter craft, from where you can fly 
missions to defend friendly installations 
from familiar alien villains such as the 
Sectoids and the Mutons. 

The third major difference is that you 


do not get involved with the research 
into captured alien technology. Instead, 
the research is done on Earth, and you 
simply download the results over a sort 
of hyperspace modem. Similarly, 
production of new equipment is handled 
by nearby industrial installations and 
shipped to you by space freighter. These 
installations and freighters are subject 
to attack by the aliens, who are also 
after the Elerium. Some of your missions 
will be to defend your own supply routes. 


The means of production 

Since you no longer control the research 
or production, there are no scientists or 
engineers on your base to be allocated 
tasks. If you need supplies, you simply 
order the new equipment and pay for it, 
then wait for it to be delivered. The only 
control you have over the research is 
deciding what piece of knowledge you are 
going to download next. You can 

download faster by adding up to 
two extra 'modems’. My feeling is 
that by omitting such vital elements, the 
game has lost a lot of the involving 
gameplay which made the original X-Com 
games so popular. It has become a bit of 
a shopping simulator. Okay, so you get to 
fly around in a spaceship, but that alone 


is not enough to 
sustain interest 


Flying circus 

The actual space combat simulator is 
simply not strong enough to support 
the game on its own. When compared to 
other recent space fighter games such 
as Conflict: Freespace, it really does look 
pretty weak. The graphics are nothing 
special, even with 3D acceleration, and 
the number of targeting and weapons 
options have been simplified way too 
far. The aliens are too fast and too hard 
to hit, and simply zoom about at full 
speed making little effort to 
dogfight. Strangely, your wingmen 
seem to have no problem hitting 
them, so most of the missions 
tend to consist of you flying 
about for a minute and a half, 


desperately trying to hit something 
while your wingmen shoot down all the 
aliens, then going home. 

The weather 

I don’t want to give the impression that 
X-COM: Interceptor is total rubbish. It 
does have a style of its own, with all the 
interface screens being designed in a 
sort of 1930s Flash Gordon fashion, which 
is quite appealing. It also has an eight- 
player multiplayer mode which allows 
head to head or team play. However, the 
result of this experiment is a game which 
tries to do two things at once and ends 
up doing both of them pretty 
poorly. I hope that this is not 
the last X-COM game, because 
it is by far the weakest of 
the series so far, and it would 
be a shame to end on such a 
bum note. Cliff 
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Black Dahlia 


PUBLISHER TAKE 2 INTERACTIVE DEVELOPER IN-HOUSE PRICE £39.99 RELEASE OUT NOW WEBSITE www.take2games.com 


BLACK DAHLIA 

Set against a dark background of approaching war and a 

city in fear of a serial killer. Take 2's Black Dahlia perfectly 
recaptures the atmosphere of film noir. 





[ ith eight CDs worth of puzzles 
full of mystery and intrigue, and 
I superbly made FMV sequences 
featuring some well known Hollywood 
names, such as Teri Garr and Dennis 
Hopper, this is undoubtedly the best 
graphic adventure yet seen on the PC. 


streets of Cleveland. Labelled by the 
press as The Torso Killer', this 
monster preyed on homeless 
vagrants and prostitutes, leaving his 
victims horribly mutilated and 
dismembered. This killer was never 
caught, and to this very day the 
crimes remain unsolved. This grisly 
story is woven into the plot of Black 
Dahlia. The title comes from the 
nickname the press gave to one of 
the killer's last victims, the famed 
beauty Elizabeth Short. 

Conspiracy buff 

In fact, it would perhaps be better 
to describe this product as an 


In the midst of this horror, a serial 
killer stalked the streets of Cleveland 


History lesson 

Black Dahlia is based on actual 
historical events. In 1941, while Europe 
was being torn apart by the ravages 
of World War II, America sat on the 
sidelines, prevaricating over joining 
the conflict. Paranoia was rife, and 
Nazi spies were suspected 
everywhere. In the midst of this 
horror, a serial killer stalked the 


interactive movie. Naturally the 
gameplay is somewhat linear - that 
is in the nature of graphical 
adventures - but this is hidden by 
the unexpected turns your 
investigation is inclined to take. 

Puzzling stuff 

Most of the seventy-odd puzzles in 
the game are far from obvious, and 
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you will really need to keep your eyes 
open at all times. It requires the 
player to use many of the skills and 
techniques of a real investigation, 
calling on experts in relevant fields, 
interviewing witnesses and fitting 
together evidence to solve the 
mystery of an ancient occult 
conspiracy which threatens the very 
future of the world. 

Big production 

Black Dahlia has many technical 
features which set it apart from 
other games in this genre. There are 
over eighty game locations, which 
are all rendered in realistic 3D, and 
within each location you can rotate 
your view through a full 360 degrees 
around, as well as up and down. 

Within the 3D view, characters and 
objects are animated, and move as 
you watch. You have a high degree of 
freedom to move about within each 
location. The enormous size of the 
game means that it comes on no less 
than eight CD-ROMs, or one DVD. 
Black Dahlia has the distinction of 
being the first game to be presented 
on this new format. Cliff 
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Nightmare Creatures | 

PUBLISHER ACTIVISION DEVELOPER KALISTO PRICE £24.99 RELEASE OUT NOW WEBSITE wwwkalisto.com 



At 


last, the undead are allowed to live. The delayed Nightmare 
Creatures has now arrived, 
freed from the shackles of Sony’s grasp over the PlayStation version. 





of Sony’s hold over the PlayStation 
version of the game, many people have 
been denied such pleasures. 

Activision’s stab at the Tomb 
Raider game looks very good. With 
acceleration the graphics look as good, 
if not better than both of the Tomb 
Raider games - for proof you just have 
to examine the fog and fire effects 
that I think are second to none. In fact 
it is the environment in Nightmare 
Creatures that steals the show here 
rather than just a fanciable female 
(though you get that too). While the 
Tomb Raider world wins over with 
variety it is the attention to detail that 
really makes the difference here. You 
see, the place where the Nightmare 
Creatures roam is London, and I know 
the capital of England can get a bit 
rough at times but this is ridiculous - 
it's a good job the story is set in the 



distant past when rats seemed to be 
much more prevalent than today. 


Apples and pairs 

Once in the game you soon realise how 
the rest of the game will pan out. 
Zombies arrive out of the darkness, 
lumbering around with no real purpose 
other than to headbutt you. Your line of 
defence and attack is, as I have already 
said, your staff or sword. Combinations 
of attack and movement and multiple 
hits reap good rewards, but you may 
have trouble with your orientation when 
your back is against a wall as the camera 
angle shifts to the side as opposed to 
the preferred from above view. The 
general running jumping and other 
moves are not as fluid as they could have 
been and the step sideways is never as 
fast as your opponents, which does put 
limits on you. However, fighting is fun 
and exciting, especially when more than 
one monster attacks you at once and 
when they jump out from behind or 


above. The inventory is easy to use; the 
item you are ready to use is indicated in 
the bottom of the screen and you can 
simply cycle through the others to get 
to more health, potions or proximity 
mines, etc. Throughout the game there 
are loads of other useful objects to pick 
up and use and help your combat moves. 

Is it a nightmare? 

Compared to the likes of Die By The 
Sword, this is a joy to play. It can get a 
bit repetitive at times - more like 
fighting in Tekken or Fighting Force 
than exploring in Tomb Raider - but 
the environment is so strong you can't 



help but enjoy the experience. The 
sounds are not quite as strong as the 
visuals but you still know when you 
have a beastie on the way - the 
ceiling even falls in occasionally as 
some of the taller monsters make 
haste. The only down points to the 
game are the slightly sluggish action 
and hard-to-get-used-to camera 
angles, but at a price of £24.99, these 
are nothing to grumble about. 
Nightmare Creatures' only competition 
is the Tomb Raider Gold version that 
was released some time ago on budget, 
but I'm sure most of you readers will 
already have that, so...! David 



THE SMOKE A ND FIRE EFFECTS ARE SOME QF T HLBEST. ESPECIALLY W HEN YO U ARE HARDWARED UP 
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Shadow Warrior ____ 

PUBLISHER EIDOS DEVELOPER 3D REALMS PRICE £44.99 RELEASE OUT NOW WEB SITE www.shadowwarrior.com 


SHADOW WARRIOR 
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Ah, grasshopper, what is the sound of one Uzi firing? 

Mot as loud as two. Master Po. 


game over a local area network or the 
internet in either team or deathmatch 
mode, so you can give it your best ninge 
and assassinate all your mates. Then 
you will be all alone, and it will serve you 
right for being such a horrible person. 
Hacking people to bits with a sword 
isn't big and it isn't clever, and spraying 
all that lead around causes terrible 
environmental pollution. You should go 
out and get yourself a nice fluffy safe 
little game like Sonic or Mario, or just 
take up stamp collecting. Cliff 


laughing yourself hoarse at the subtle - 
and not so subtle - jokes splattered all 
over the game. From being stung to 
death by a hornet to being nibbled to 
death by Koi carp, Shadow Warrior is 
painfully funny. Which is just as well, 
since it is really nothing more than 
the Build engine used in Duke 
Nukem 3D stretched a 
bit and dressed up as 
Jackie Chan. This is not 
necessarily a bad thing 
though. Being able to 


Kill them all 

There are certain objects in the game 
which will give you magical powers, but 
since these are usually of the destructive 
variety you might as well call them 
flamethrowers and be done with it. Not 
that flamethrowers aren't fun to play 
with, mind. The other weapons include 
one or two Uzis, a particularly hazardous 
grenade launcher (watch that bounce!), a 
missile launcher, and an assortment of 
Ninja weapons. You get a ninja-to (big 
sword, OK?), some spiked bombs, 
your ninjitsu bare-handed fighting 
skills and throwing darts which 
replace shuriken in the UK release. 

Come back alone 

Also included on the disk we were 
sent for review were ten 
additional free shareware titles, 
mostly from Apogee Software, 
including Terminal Velocity from 
3D Realms, also there is a DOS- 
playable copy of Duke Nukem 
3D, and of course the Build editor 
itself, so presumably if you have the time 
and the skill you can make your own 
Shadow Warrior levels, then invite your 
friends round for a quick slash, if you'll 
pardon the pun. I presume these extras 
will be included on the finished product, 
so you’ll certainly get your money's 
worth with this game. 

Since no decent game would be 
complete these days without it, there is 
a of course the capability to play the 


play the guitar just like Jimi Hendrix is 
still a pretty impressive feat. There are 
some really nice touches, like for 
instance, you leave bloody footprints if 
you walk near the bodies you have left 
lying around the landscape, some of the 
pools have transparent water which you 
can swim in (but kill the fish first), there 
is dynamic lighting from explosions and 
muzzle flashes, and an assortment of 
destructive vehicles for you to drive 
about and demolish the scenery with. 


>" t A 

* ^ a / 


V ^ 


OPEN UP WITH THE TWIN UZIS AND WATCH THOSE CARTRIDGE CASES FLY! LOVELY STUFF. 


I y name is Lo Wang... yeah, 
okay stop laughing or I'll rip 
I your face off. Honest, I'm a 
Ninja me, and I’ve got a rocket 
launcher too, and some weird spiky 
things that explode, so just you watch 
it pal, or I’ll set my mate Duke on you, 
and he'll have you for sure... 

Seriously though, it's Lo Wang. With 
no 'K'. Lo humour, more like, and that is 
pretty much the theme in Shadow 
Warrior. While you're not blasting the 
minions of evil to gory death, you’re 
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_ Worms 2 

PUBLISHER MICROPROSE DEVELOPER TEAM 17 PRICE £39.99 RELEASE NOVEMBER WEBSITE www.worm2.com 



What’s worse than having a worm in your fridge? 

Having dozens of 'em. armed to the teeth in your computer! 




ith many long evenings spent 
glued to the screen trying 
§ desperately to get the better 
of those smegging ’ard computer teams, 
not to mention me mates smegging ard 
teams, the chance to get to grips with 
the new and improved Worms 2 left 
me in a right state. I bet 
you thought that they 
just couldn’t make the 
best game ever any 
better, but they have - and 
how they have! Worms 
now features hi-res 
graphics, all new sampled 
voices and a multitude of weird 
and wonderful weapons (if some of 
them can be called weapons that is!). 

A Can of Worms 

The idea of Worms is to blow up thine 
enemies. That’s it. Nothing more. Here's 
what you do; phone up a few mates and 
get them to come round, (make sure 
they bring supplies: beer, cigs, and so 
on), take the phone off the hook, lock all 
the doors, then sit around in a heap 
mesmerised by this absorbing and 
wonderfully humourous game. Once into 



the game, you can control up to six very 
cute worms, all of which can get bored 
and fidget, twiddle and even take time 
out to have a quick munch! You now 
have several options open to you; blow 
another worm (or worms) to pieces with 
a nifty bit of shooting, and 
watch them reel around, 
blinking and opening and 
closing their mouths in 
shock and surprise; let loose 
a little old lady to dither 
about, quite aimlessly at 
times, then explode; you 
could use the pneumatic drill or 
the blowtorch to dig deep and hide; 
you could nominate one of your heroes 
to do a kamikaze and waste as many 
worms as they can; or you could just 
simply surrender. (Not recommended 
mind you! Mainly because you'll get 
laughed at by all your mates!) 

The Sounds of War 

Worms 2 is a treat to listen to, the 
combination of seriously sharp 
responses and outrageously funny 
one-liners make it wonderfully 
enjoyable even just to watch. 



WATCH OUT. IF YOU PICK UP THIS GAME YOU WILL BE DOOMED FOR MONTHS. POSSIBLY YEARS. AND 
AS FOR A CURE. I’M AFRAID THERE IS NO KNOWN ANTIDOTE 


The result of all this attention to 
detail is that all the worms seem to 
have their own unique personalities, 
with shouts of ”0i! Nutter!" and 
"Reinforcements have arrived!" in 
their own wormish way. If things don’t 
go quite to plan and imminent 
fatalities are on the cards, then our 
little friends mutter things like 
"Bummer!” or the classic battle cry of 
"Run away!" One thing I have been 
waiting a while for now is the ability 


to increase worms' health above a 
hundred; this can now be done very 
easily by grabbing the health bonuses 
that occasionally parachute gently 
from the sky. To change the amount 
of health in each crate is simply a 
matter of setting a slider in the 
options screen. Easy huh? This game 
will go down in history, remembered 
by generations of worm loving players 
as THE game to have! Highly 
recommended. Graham 
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I believe Worms 2 will out¬ 
sell just about all games 
around. I love it. Bags of 
playability, excellent graphics, 
and a sense of humour that’ll 
have you all in stitches! 
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Abe's Oddysee 

PUBLISHER GT INTERACTIVE DEVELOPER ODDWORLD INHABITANTS PRICE £39.99 RELEASE OUT NOW WEBSITE www.oddworld.com 





; be's Oddysee is unmistakably a 
! platform game, but it is about 
' as far removed from the world 
of Mario and his cutesy little friends as 
chalk is from Paramite Pie. The game has 
been a smash hit on the PlayStation. The 
reason for the success of the game is 
clear; it offers something for everyone. 

It has platforms, puzzles, magic, guns, 
amazing graphics, and loads more 
besides. For starters, there is the grim 
but likeable humour which infests the 
game from start to finish. The 
character of Abe himself, the most 
unlikely-looking hero you’ll ever see, is so 
clownish and comical that you just fall in 
love with him at first sight. 

Meet Abe 

The game starts with a very useful 
introductory level to get you used to 
the controls and the many surprising 
abilities of your scrawny little friend. 
Follow the instructions and you get the 
chance to try out all of Abe's main 
moves before the more complex puzzles 
of the later levels. The way he moves is 
sort of gawky and disjointed, but he 
leaps, rolls, and climbs with all the agility 




of a small, green, ugly Lara Croft. As a 
Mudokon, Abe also has the ability to 
'Chant' - a unique psychic power which 
enables him to take over the minds of 
the guards of the plant, who are nasty 
creatures known as Sligs. This chant 
ability doesn't work instantaneously 
however, you can't use it to stop a Slig 
who is about to shoot you. 

Pretty pictures 

The two dimensional character sprites 
are all beautifully animated, with a 
high frame rate to give them extra¬ 
smooth movement. A lot of thought 
has obviously gone into the look of the 
characters, and the way they move 
reflects this. Abe's tip-toe walk when 
he is trying to be stealthy is one of the 
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Abe is the unlikeiiest 
looking hero you’ll ever 
see, but you’ll fall in love 
with him straight away. 
Funny, original, and highly 
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silliest walks I have ever seen. I wonder 
if he gets a grant from the Ministry? 

Get a grip 

The control of the game is all fairly 
straightforward, again reflecting its 
PlayStation origins. Quite annoyingly, 
throughout the configuration 
screens, you are constantly asked to 
press 'X' to confirm actions, when 
what they really mean is 'Enter'. 
Movement is all done by the cursor 
control keys, left and right for 
direction of movement, up and down 
for jump and crouch. 

Crouch and move, and Abe rolls 
along like a ball-very useful for 
keeping your head down below 
barricades and the like. Hold down 
'Shift' and a direction arrow and Abe 
breaks into a loping run, hit the space 
bar and he takes a running jump. This 
is a bit difficult to control, and you are 
probably better off walking up to the 
edge than doing a standing jump by 
hitting the space bar. Abe then does 
another Lara impression, grabbing the 
ledge then pulling himself up. 

Actually moving Abe around the 
screen is quite easy, as the platforms 
are obviously designed to match the 
length of his stride. You can step right 
up to the edge of a nasty chasm by 
repeatedly tapping the direction 
arrow, and as long as you make sure 
you're reasonably careful, you won't 
fall off the edge too often. 
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More to come 



In conclusion, Abe's Oddysee is a welcome 
change from the rather stale world of 
platform games, and is superbly 
entertaining to play. I can’t see that it 
would be the sort of game you would 
want to go back to time after time once 
you had completed it, but with over 400 
screens, there is certainly enough to keep 
you going for a couple of weeks or more. 

It is a shame that the designers 
couldn’t have taken advantage of the 
greater range and strength of the PC 
over the PlayStation when converting 
Abe's Oddysee - they could have given 
the game some levels larger than a single 
screen - but I have been told that if this 
one is a success, then future 
releases may be aimed 
more towards the PC 
market. So, the future 
looks bright for Abe 
and co. Cliff 































Interplay prove that the apocalypse is not just another 3D card sent to try us. 

but is in fact much more daunting. Role-play your way 
through a post-nuclear war torn planet in a search for survival. 

You may find just what you are looking for along the way. 



L. ' zVA 



dmittedly the storyline is 
certainly not the most 


cheery of subject matter, but these 
days we don't expect anything more, 
or less for that matter. The idea that 
the world could end with a single push 
of a button does make you think a bit 
(although in most films it takes two 
men to push a button or turn a key! 
Must be lack of nutrition). 

Your world needs you 

The game sets itself apart from the 
rest right from the outset. You are 
introduced to the game in an excellent 
cinematic sequence that echoes some 


**' m mt 




war-torn city decked out 50’s style. 
Unfortunately for you, you're situated in 
Vault 13 - a US-made bunker built to 
withstand nuclear impact. With three 
million tons of soil overhead there are 
only a few things that can go wrong, 
and in this case collapsing is not one of 
them. The problem is that your 
particular vault is running out of water 
fast, so your task is primarily to find a 
controller chip for the purification unit 
to keep up your supply of fresh water. 
The great thing is that you can go out 
and try to find one, but you are 
essentially free to roam around 
wherever you wish. That is the beauty 
of this game; it's not linear in any way, 
and the depth of characterisation and 
environment make it well worth playing. 

Role reversal 

A turn-off for many people will be the 
turn-based style of combat which is 
kind of slow compared to nearly every 
other game bar Tone Rebellion. The 
geekiness of RPGs is not really a 



seem to have done enough damage as 
it is. Though the graphics don’t benefit 
from the immersiveness of 3D 
adventures such as Riven and the like, 
Fallout is still detailed enough to grab 
your attention at all times. The only 

The idea that the world could end 

with a single push of a button does 
make you think a bit 


' if V • 


HARRISON FORD GETS ABSOLUTELY 
EVERYWHERE DOESN'T HE? 


factor with Fallout ; the style and 
storyline make sure of that. It is far 
more serious and there are no 
dungeons or any dragons to speak of, 
though the Rapscorpions are as 
aggressive as any Nessy lookalike! 

In fact there is really not a great 
deal wrong with this game. It 
compares well to the Ultima games, 
although I can’t say which has the 
larger environment - Ultima Online 
obviously wins over with its 
multiplayer capability. Even though the 
game looks similar to Diablo, there is 
much more to get into here aside from 
killing - to be honest the warheads 


real annoyance is the slight repetition 
regarding characters' speech and the 
nature of some of the map designs. 

Being the first true role-playing 
game we have seen in ages, Fallout is a 
real breath of fresh air. All that 
C£Cing has left a gloomy cloud over 
our eyes as far as originality goes, and 
it's good to see something new coming 


out that brings a fresh approach to 
adventure gaming. In fact, if people 
get too into this game, locking 
themselves away from the outside 
world, then they may just find 
themselves walking out of the house 
one day to face a similar situation. 
This post-nuclear adventure will 
certainly make an impact on a few 
people’s lives, whatever happens in 
the future. David 
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A role-playing game for the 
next millennium, well 
worth trading in your 
Fighting Fantasy books, 
pencils and hundred sided 
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I Ml Tank Platoon 2 _ 

| PUBLISHER MICROPROSE DEVELOPER MICROPROSE PRICE £39.99 RELEASE OUT NOW WEBSITE www.microprose.com 


Ml TANK PLATOON 2 

For those of you who were too short to get into the Tank Regiment, 

here is your best chance to experience the reality of modern warfare. 




| / Tank Platoon 2, as the title 
suggests, places you in 
I command of a platoon of 
M1A2 Abrams main battle tanks. This 
sixty ton monster is the American’s 
heaviest battlefield armour, and was 
a decisive weapon in the Gulf War. 
That's Gulf War I, in case one of the 
more probable scenarios presented in 
the game has occurred before you 
read this. There are five campaign 
scenarios to choose from, each based 
upon a possible extrapolation of the 
political situation in some of the 
world's more volatile trouble spots. 


Bomb Saigon 

As a platoon commander, you have 
responsibility not just for the four 
tanks under your immediate control, 
but also for deploying additional 
units and support troops. You must 
decide what you want to do with 
potentially dozens of different 
units. Obviously this could be, and 
usually is, very confusing, especially 
in the heat of battle. Ml Tank 
Platoon 2 makes the task somewhat 
easier by providing a series of very 
comprehensive player interfaces 
which allow you to set up 
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With an incredible level of 
accuracy and detail in both 
graphics and tactics, this is 
probably the best warfare 
simulator on the market 
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waypoints, control speed and 
formation, and set the level of 
response for each unit under your 
command, amongst other functions. 

You can make full use of the 
advanced systems with which the 
M1A2 is equipped, such as night vision 
image enhancement, satellite 
navigation and laser targeting. You 
can select the type of ammunition 
fired by the main gun, or sit behind 
the 12.7mm anti-aircraft gun in the 
turret cupola taking pot-shots at 
passing helicopters. Although this is a 
simulation, there is no rule to say that 
sims can't be fun! 

Bomb everything 

The only downside is that since this 
is a simulation of modern warfare, 
and modern weapons have almost 
unbelievable range and power, you 



will often not even see the enemy 
you are fighting. If your enemy gets 
close enough so that you can 
appreciate all the detail that has 
gone into the graphics, you are 
probably in a lot of trouble. Most of 
the combat takes place at ranges 
measured in kilometers, and often all 
you get to see are the pillars of 
smoke on the horizon. Anyone who 
remembers the CNN reports of the 
Gulf War will know this is all too 
realistic. The landscapes are perhaps 
a bit on the dull side. The scenarios 
are mainly set in the kind of areas 
where a main battle tank is the most 
use; in other words flat open 
countryside with just a few low hills 
and sparse woodland. This does make 
for some moderately long boring bits 
between all the shooting, but then 
this is a simulator, not a game. Cliff 
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__ I-War 1 

PUBLISHER OCEAN SOFTWARE DEVELOPER PARTICLE SYSTEMS _ PRICE £39.99 RELEASE OUT NOW WEBSITE www.ocean.co.uk | 



Take command of your own starship, and defend the Earth 

from its enemies in a future space war. 



D here is definitely a gap in the PC 
games market for a really good 
space flight and combat 
simulator. With the awesome abilities of 
today’s processors and 3D accelerator 
boards, it’s really about time someone 
created a modern version of Elite or 
Frontier. I really liked Frontier , which I 
still have on my Amiga at home. Its 
graphics are looking a bit crude by 
today’s standards, but it has all the right 
elements to be a truly great space game, 
and still awaits a worthy successor. 

I-War, published by Ocean Software, 
could be just such a game. It is a 
starship simulator, superficially similar 
to the current crop of high-tech flight 
sims, but with a shuttleload of unique 
features that really set it apart. It is 



obvious from the moment you open the 
box that the design of this game has 
been a labour of love. A lot of work has 
gone into the little details which make 
the difference between an average 
game and a great one. The spaceships 
look like real spaceships, and more 
importantly, they move like real 





spaceships. The speculative future 
technology presented in the game is 
not utterly preposterous, unlike some 
sci-fi games, and has a certain internal 
consistency which adds to the game’s 
feeling of gritty reality. 

Purple Haze 

The simulation of what ships in space 
would actually look like is subject to a bit 
of artistic licence of course. In reality, it 
would be almost impossible to spot an 
unlit ship against the background of 
space, so the designers have opted for 
the same solution as the creators of 
Babylon 5, and liberally adorned the 
firmament with a background of 
colourful nebulae. However, if you want 
realism, you have the option to turn 
these off. It is the provision of options 
like these which makes the game stand 
out as a quality product. 

The structure of the game is a 
mission-based campaign, where your 
performance will affect the outcome of 
the overall war. In this respect it may 
be compared to the recent PlayStation 
release, Colony Wars. However the 
missions you are assigned in I-War are a 
lot more varied than the 'fly in and 
destroy everything' missions in the PSX 
title. The Dreadnaught is a large and 
capable ship, and can do a lot more than 
just shoot things. 


More Guns Please! 

This brings me rather neatly on to my 
only real criticism of the game. As a 
front-line capital ship, the Dreadnaught 
seems to be severely under-armed. It has 
only a small number of fairly puny 
missiles, and a slow-firing short range 
particle cannon, which can only fire 
forwards. In one of the training missions 
you are expected to destroy or evade a 
swarm of tiny homing missiles, but the 
ship is simply not suitably manoeuvrable, 
and the weapons not versatile enough to 
do this. In the instruction manual for the 
game it states that, "The Dreadnaught is 
a heavy warship. She will not turn like a 
fighter!” But some of the missions ask 
you to do just that. When you think of 
the larger ships in film and TV science- 
fiction, everything from the Millennium 
Falcon to the Starship Enterprise has 
weapons systems that can hit targets 
coming in from any direction. Since there 
is a weapons control console, it would 
have been nice to see some independently 
aimable turreted weapons. Still, if it were 
too easy, it wouldn't be as much fun. 

On the whole, this is a well 
designed, well produced game with a 
host of excellent features and a 
refreshing attention to detail that 
does great credit to developers 
Particle Systems. I for one will be 
playing it for months to come. Cliff 
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Screamer Ratty 

PUBLISHER VIRGIN DEVELOPER MILESTONE PRICE £34.99 RELEASE OUT NOW WEB SITE www.vie.co.uk 




If road racing is a little too mundane for your liking and you yearn for an 
experience with a few more thrills and spills, 
then Milestone’s latest release. Screamer Rally , could be the answer... 



acing games are not exactly in 
short supply on the PC at the 
moment and any new game 
hoping to sell has got to prove itself as 
something special. Looking at 
Milestone’s track record - both previous 
Screamer titles have been huge hits - it 
came as no surprise to find Screamer 
Rally did just that. Europress' superb 
International Rally Championship may 
have thrown the gauntlet down to the 
pack of racing games following in its 
wake, but Screamer Rally proves it's 
more than up to the challenge. 

Rally the cause 

Although the Rally in both game's 
titles gives away the similar content 


of both, International Rally 
Championship and Screamer Rally 
boast different styles of play. Whilst 
International Rally Championship tries 
to be more of a simulation, Screamer 
Rally is an out-and-out arcade racing 
title. The emphasis in the game is not 
on realism, but on fast, playable racing 
action. To this end, the game features 
two main modes of play - arcade and 
championship - and three difficulty 
settings; novice, amateur and pro. The 
arcade game lets players pick from a 
number of different tracks and take 
part in a one-off race against five 
other computer controlled cars. The 
choice of tracks players have depends 
on how well they have done in the 
championship game. To start with 
only three of the seven tracks in the 
game are available to the player in 
arcade mode, but by taking part and 
winning the novice, amateur and pro 
championships, players can open up 
the other four. These tracks are 
longer than in the previous games and 



are far more demanding. Not only do 
players have to contend with different 
surfaces and tight turns, there's 
variable race conditions (night, sun or 
fog) and banks, dips, mounds and ruts 
as well. Hitting any one of these 
wrong can lead to a painful crash, or 
collision, which will result in losing 
valuable seconds on the other racers. 
It's essential then, that like in Sega 
Rally (although to a lesser extent) 
players learn a navigable racing line 
around each track. Without doing so, 
players, as they bounce around in 
their car adding precious seconds to 
their time, will find it near impossible 
to win the pro championship. 

Should players ever grow tired of 
racing against the clock, or the 
computer though, then there’s always 
the multiplayer games to fall back on. 
Screamer Rally boasts the full 


compliment of multiplayer options; 
network, split-screen and direct 
modem-to-modem link-up. The split¬ 
screen game allows two players to go 
head-to-head on the same PC without 
too bad an effect on the game's speed, 
whilst the network game allows for up 
to six players. 

Screaming 

Although relatively new to the 
Screamer experience, past 
conversations have revealed the high 
esteem with which the first two 
games are held by many who've played 
it. Having had the opportunity to 
review Milestone’s third installment 
it’s not hard to see why! Half an hour 
on Screamer Rally is all it takes to get 
you hooked. Quite simply it's fast, 
extremely playable and looks stunning 
when run with a 3DFX card. Jon 
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Turok: 


PUBLISHER ACCLAIM 


DEVELOPER IGUANA 


PRICE £39.99 


RELEASE OUT NOW 


TUROK: 

dinosaur hunter 


After its success on the N64, 

this comic book conversion reaches the PC. It is another 
first-person shooter but it does have a good angle - it’s daytime! 





D urok is based on the Acclaim 
Comics/Valiant Heroes title of 
the same name. Some people 
may be a bit put off by the fact that is 
was originally designed for the Nintendo 
rather than for the PC, but is has been 
said that the game is a direct 
translation of that version with all the 
rendered graphics and music. On viewing 
the game this certainly seems the case; 
I've seen both versions and there is little 
difference between the two, other than 
the obvious control differences. 

Do you think he saw us? 

Anyway, the game is about the 


adventures of the primal hero, Turok. 
The name Turok is been given to the 
eldest-born male of the Fireseed 
family, and has been so for many 
generations. It's up to him to protect 
humanity from the rampaging 
monsters in his neighbourhood. You 
see, Turok lives in a world caught in an 
interdimensional rift, where the past, 
present and future merge into one. It 
is a lost world, similar to the one in 
the 1975 film The Land That Time 
Forgot’. The only difference is the 
future part, because the dinosaurs 
that exist here are 'bionosaurs' and 
often have chunks of metal on their 
heads, which looks a bit naff. 

As the new Turok, players must 
defeat the Campaigner, who is 
planning to conquer Earth with a 
bunch of these bionosaurs. To defeat 
him you must collect all the pieces of 
the Chronoscepter, which is a device 
that bridges the gap between the lost 
land and Earth. 

As you move through the levels, 
Turok soon begins to feel like a 3D 
platform game. A lot of precise 
movement is required to move around 
the levels: there are ravines to jump 
across, cliff edges to scale and columns 
to jump from one to another. If you've 
played plenty of platform games, you'll 
know how frustrating this can get - 
especially when you miss when you only 
have one jump left to do. To be fair, the 
game does provide a training mode to 


get used to most of the obstacles you'll 
face in the game, from walking along 
logs to swimming through underwater 
caves, like in Tomb Raider, you'll soon 
get the hang of it. 

Control yourself 

Even though everything looks fantastic, 
there are a few things that are repeated. 
You often get the same dinosaur running 
at you twice and the background sound 
effects sometimes don't correlate with 
what you're seeing. Saying that though, 
you can always hear the enemy coming. 

Turok marks another step forward 
in first-person combat games, though 
mainly just graphically. However, the 
platform elements of the game can get 
annoying and this, coupled with the lack 
of sufficient save game points, means 
that you’re often covering the same 
ground. Hopefully it hasn't been 
designed this way to make the game 
longer, as the game seems big enough 
as it is. The lack of multiplayer options 
will disappoint quite a few people too - 




it would have been cool if you could've 
played as a T-Rex! There are not many 
aspects, other than the change of 
scenery, to differentiate between 
Turok and any other first-person game, 
but a change is as good as a rest. David 
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Test Drive 4 __ 

PUBLISHER ELECTRONIC ARTS DEVELOPER PITBULL SYNDICATE PRICE £39.99 RELEASE OUT NOW WEBSITE www.ea.com 



Take a tasty selection of fast cars, some narrow and twisting roads, 

and a few police cars just to add to the excitement... 



est Drive 4 from Pitbull 
Syndicate is a deceptively 
simple road racing game which 
had its first outing on the PlayStation. 
It features a line up of some of the 
world’s finest sports cars, both ancient 
and modern, including the Shelby Cobra, 
TVR Cerbera, Jaguar XJ220 and the 
Dodge Viper, and the vehicle dynamics 
are accurately simulated so the cars 
handle realistically. To get the best out 
of this game you really need to be 
running a 3Dfx accelerator card. If you 
are lucky enough to have one, you get 
the full advantage of high resolution 3D 
graphics and realistic car modelling. 


You race on public roads, so you 
have to be on the lookout for other 
road users, who don't seem to enjoy 
having people sideswipe them at 
150mph! I wonder why The other cars 
are also accurately modelled, so if you 
are quick enough you can identify just 
what it is you are burning off. You 
should also beware of the police. If you 
overtake a police car at racing speeds, 
they will actually chase you and pull 
you over! This is a particularly nice 
touch, and just the sort of attention 
to detail that I like to see in a game. 

Not only are there are ten different 
cars, there are also twelve tracks in six 
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different towns and cities, including that 
well known international racing venue 
Keswick, in the Lake District! Others 
include San Francisco, Bern in 
Switzerland, Kyoto in Japan, Washington 
DC and Munich. The courses are well 
designed with just the right balance of 
challenging comers and long, fast 
straights. There are also six types of race 
to take part in, from single races where 
you pick a car and just go for it, to the 
Masters Cup where you must achieve the 
lowest cumulative time in ten different 
cars on ten different tracks. There is 
even a standing quarter-mile drag race 
with manual gearbox only. I'd pick the 
Cobra for this one every time! All the 
permutations and combinations of these 
competitions should ensure the game's 
long-term playability. 

The game set-up options suit 
many types of controller, including all 
the major game pads and the better 
steering wheel/pedal units. 
Unfortunately I did not have the 
chance to try these out, but if the 
rest of the game is anything to go by, 
they will be great fun. This is one of 
the best driving games I have seen on 
the PC, easily as good as Need For 
Speed II, and with better cars. Cliff 



CRAZY STUFF AS THE FAT FAMILY FROM 
ROTHERHAM COME UP AGAINST FARMER 
TIPPY ON THE 0KEHAMPT0N BYPASS 
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__ Ultim@te Race Pro 

PUBLISHER MICROPROSE DEVELOPER KALISTO PRICE £19.99 RELEASE OUT NOW WEBSITE www.ultimate.com 


ULTIM@IE RACE PRO 


This game has come from nowhere. Initially just a one track affair 

bundled with the Videologic Apocalypse graphics card, 
now it’s a full game on general release - and it's a stunner. 



icroprose probably never 
thought of releasing UltimQte 
Race Pro other than with the 
card. But it is surprising how the market 
reacts to such products, and in this case 
people wanted more - more cars, more 
tracks and basically a proper game. With 
UltimQte Race Pro that is exactly what 
they get. The game sticks to its roots 
though by heavily relying on graphics 
acceleration - the game is definitely best 
with some sort of 3D card. 

Playing potential 

This game does not claim to be a 
simulation. A relief to most people who 
cringe at the thought of wading through 
reams of text that describe how to turn 
everything on, buckle in and prepare to 
take off (obviously applies more to flight 
sims, but you get my point). The game is 
fast, furious and easy to jump in to. 
UltimQte Race Pro is challenging too, not 
just a collection of perfectly rendered 
race tracks from around the world, but 
stuff that really tests players and gets 


yj 



progressively harder whilst appealing to 
all levels of ability. Players are able to get 
used to the cars’ handling using the 
training track. This is an oval without 
much in the way of awkward bends. It is 
worth spending some time burning 
around this little blighter to get use to 
powersliding, accelerating from a stand 
still and overtaking. All racing games 
handle differently, so it does take a while 
to settle in. The later laps feature hairpin 
bends, narrow cordoned-off sections, 
tunnels and dead-ends to manoeuvre 
around. More obstacles than your 
average FI game for certain. 

Knackers yard 

One of the other main features players 
look for in an arcade racer is the style 
and variety of cool-looking cars. UltimQte 
Race Pro features 16 cars in all, though all 
look very much alike in model - sort of 
chunky American Trans Am beasts with 
massive tyres and garish decor. Each car 
has different characteristics, but the 
good thing about the cars is the fact 




that you can alter them slightly too. If 
you want a car with fast acceleration and 
speed then you just reduce the grip and 
shield values and vice versa. 

This does affect the way the each 
car handles, so if you alter things too 
much you may not be able to remember 
exactly what you did the next time you 
come to play. 

Robot drivers 

The game's Al seems up to scratch. 
Playing against eight computer 
opponents is not that distinguishable 
to playing over eight player Internet. 

Multiplayer is where it happens 
though. Over the Internet you have 
access to several game modes and a 
high scores table for winners and online 
stars. Along with the standard 'choose 
track, number of laps and then 



compete' you have 'beat the clock’ 
competition and ’team play’ where the 
first player in your team to cross his 
checkpoint validates all his team 
mates' times. 

Graphically UltimQte Race Pro is 
probably the fastest and best looking 
racer available. The only relevant game 
worth comparing it to would be 
Motorhead, but as we have not 
reviewed it yet it is difficult to say 
either way. Need For Speed 2 doesn't 
look as hot but does have more choice 
of cars like Land Rovers and Minis. If 
you think of it in terms of TOCA 
Touring Car Championship then you 
are getting quite close. UltimQte Race 
Pro's good variety of tracks and 
weather conditions, and the ability to 
customise the car stats gives this 
game an exciting edge. David 
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Wing Commander Prophecy _ 

PUBLISHER ELECTRONIC ARTS DEVELOPER ORIGIN SYSTEMS PRICE £39.99 RELEASE OUT NOW WEBSITE www.ea.com 





IN SPACE. NO-ONE CAN HEAR YOU POO YOUR PANTS. DESTRUCTION LOOMS FOR THE CREW OF THE SCIENCE 
YESSEL DEVERAUX AS A HUGE AND UNKNOWN ALIEN SHIP EMERGES FROM THE DEPTHS OF HYPERSPACE 


D his new title follows on from 
the storyline of Wing 
Commander IV, with a repeat 
appearance from Star Wars hero, Mark 
Hamill, as Commodore Christopher 
"Maverick" Blair. You play Casey, a rookie 
pilot straight out of the academy. You 
are the son of ’Iceman’ Casey, who, those 
of you who have played the previous 
titles in the Wing Commander series, will 
remember from the first game. 


The latest instalment of the classic space 
brings new characters, new aliens 


combat simulator 
and smart new graphics. 


Welcome aboard 

The game begins when you report for 
duty as a combat pilot onboard the 
experimental fleet carrier, TCS Midway. 
Before you’ve even had time to settle in, 
the Midway is called from its 
shakedown cruise to respond to a 
distress call: an unknown enemy has 
attacked an unarmed Kilrathi colony. 
Your first mission as a space fighter 
pilot is to escort a Marines landing craft 
to investigate the debris of this attack. 

Aliens ahoy! 

The missions themselves are 
challenging to say the least. From the 
outset you are fighting an alien enemy, 
about whom next to nothing is known. 
As the game progresses, Confederate 
scientists slowly learn more about your 
foes from data gathered in battle, but 


each new weapon or tactic comes as a 
complete surprise and you just have to 
cope as best you can, with nothing but 
your skill as a pilot to save you. All I can 
say is, may the force be withyou 

Sticks and cards 

With a fast PC, a 3Dfx card and a decent, 
heavy duty, four button flight stick, this 
is simply the best space combat 
simulator around. The small fighter ships 


game. The communication between ships 
in combat is well handled, and the facility 
to taunt your enemies is highly amusing 
- especially in the now almost obligatory 
multiplayer network mode. 

The only slight problem is that 
there is not sufficient tutorial content 
in the training missions to really be 
much use. You are pretty much thrown 
in at the deep end and left to yourself 
to find out what everything does. 

Still, once you've learned 
the ropes you will be 
ready to fly with the 
best. Cliff 


are fast and responsive and a pleasure to 
fly. They are equipped with an impressive 
arsenal of weapons, including a variety of 
missiles and beam weapons, and a mass 
driver. The targeting systems are 
particularly impressive, with a variety of 
different ways of selecting which enemy 
to blast next. The control interface has 


all the useful features of a good 
flight simulator, without being 
over-fussy, and the graphics are 
superb, featuring some of the 
most impressive 
explosions I have yet 
seen in a computer 
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_ Blood Omen: Legacy of Kain 

PUBLISHER ACTIVISION DEVELOPER CRYSTAL DYNAMICS PRICE £39.99 RELEASE SEPTEMBER WEBSITE www.crystald.com 




BLOO D OMEN: 

Legacy of Kain 

Blood Omen-. Legacy Of Kain brings horror and vampires to the PC, 

letting you explore this gloomy world as man or beast 


the best! Being unsuccessful in battle 
causes Kain to lose energy - when this 
is depleted to zero he dies. In keeping 
with the tone of the game his energy 
bar appears as a test tube full of blood. 

Kain is both an original and 
involving central character, adding 
much to the title's draw. He's 
certainly a new twist on playing the 
villain - he even laughs when he kills! 

The dark graphics and moody 
effects make this as near to a horror 
flick as a game has ever come. The 


whole thing is depressing and 
extremely gory, so gory and adult- 
orientated that Crystal Dynamics 
seem to be flirting with controversy - 
a tactic which has a habit of blowing 
up in games company's faces. 

Legacy of Kain is a very interesting 
and refreshing game, and is 
recommended to any Role-Playing fan 
with a strong stomach. Just be 
warned - this game won't leave you 
with a rosy glow and is not for the 
weak of stomach. Graham 


A-E11RIQUS BATTLE SCENE - A WEEK’S WORTH OF SUSTENANCE FOR A VAMPIRF IIKF Yflll 


for his sins. An evil wizard, Mortanius, 
offers him the chance to return to 
the Earth as a member of the undead 
where he'll be able to seek out his 
murderers and so avenge his untimely 
demise! But as Kain progresses with 
his quest he soon discovers that he's 
been'used as a pawn by the evil 
Mortie boy, to complete his unknown 
mission for him. 

This title is huge, promising over 
100 hours of play before the task is 
complete and the game sticks very 
closely to vampire lore - Kain is 
weakened by sunlight and cannot walk 
in running water (rivers are like 
battery acid to vampires). A vampire's 
lot is quite a happy one though; he can 
transform into a wolf, which makes 
travel much quicker, a bat, so he can 
fly, and a cloud of vapour, so he 
becomes invisible. 


Test Tube Baby 

The game’s combat method is fairly 
basic and a bit of a let down - you just 
lash out with your sword and hope for 
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Dark, gloomy and ominous. 
Blood Omem Legacy of Kain 
lets you play out all your 
vampiric fantasies 
to the full 
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t’s hard to pinpoint just what 
makes Blood Omen: Legacy Of 
Kain so attractive, but it 
certainly has a morbid draw. At first 
glance the game is not really 
graphically different to most other 
RPG games. So, you can count out the 
graphics and style of play as the main 
draw. Its appeal can definitely be 
credited to the extremely authentic, 
dark and depressing atmosphere 
generated by the game. 

The story line is based around a 
young nobleman, Kain, who is brutally 
murdered in a tavern. He then finds 
himself in Hell, where he is to spend 
eternity in constant pain to amend 
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Warlords III _ 

PUBLISHER RED ORB DEVELOPER SSG PRICE £29.99 RELEASE OUT NOW WEB SITE www.warlords3.com 


WARLORDS III 


ULTIMATE PC takes a look at the third instalment in the Warlords series. 

developed by Australian strategy masters. SSG. 




I arlords III is an eight player 
fantasy strategy game where 
! the struggle for survival and 
eventual dominance is played out on an 
epic scale. Players start with a single 
city and must explore and conquer 
their surroundings, whilst building 
their economic base in preparation for 
the intense conflicts to follow. 


Under the influence 

Combining elements of Heroes of 
Might and Magic II and Civilization, 


Warlords III is set in a neo-Tolkien 
world, teeming with elves, goblins, 
dragons, heroes and magic. As usual 
you must struggle for domination of a 
mythical land by leading your troops 
from your first city, to explore and 
conquer the surrounding regions. 
There are up to seven other races 
knocking about with much the same 
idea, so preparation for battle is vital. 

Resources for courses 

Since the cities are the resource 



wm. 

iKy 

[m 



YOU CAN GAINPQWERS BY VISITING THE MYSTIC RUINS AND OTHER BUILDINGS 
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Although not graphically 
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bases for your troops and the 
surrounding lands, the strategic 
control of key cites is an all- 
important part of the game. Control 
of vital centres of power, such as 
gold producing cities or ports, is 
crucial to success. These key 
positions can be fortified for defence, 
or you can raze them to the ground if 
they are of no use to you, or have 
become strategically impossible to 
hold on to. 

Warlords I and II relied heavily on 
their effective use of Al and Warlords 
III has improved this even further. 
Players can form alliances, share 
cities and resources or swap cities to 
help their campaigns. The computer 
Al is one of the areas that SSG has 
really worked on, with the Al being 
able to work out individual 
relationships between players and 
calculate its own complicated battle 
manoeuvres accordingly. For instance, 
if you start to become a Warlords 
super-power, don't be surprised if the 
other armies mass against you to 
make sure you’re put in your place. 
You'll find that they won’t blindly 
attack any old cities either but 
instead will converge on your main 


strongholds and places of power, 
crippling your war effort. 

The diplomacy system allows for 
intricate interactions between players, 
enabling you to ally with each other, and 
win victories as an allied side, allowing 
for team play. Warlords III also features 
a linked campaign system, as well as 
standalone scenarios and full 
multiplayer options - an integral part of 
the game. Network play has a real-time 
option, where all human players move 
simultaneously. (The sequential turn 
option is retained for solitaire and PBEM 
play). The campaign mode has a much 
greater range of game options than the 
other Warlords games, with increased 
flexibility in setting up scenarios. 

Bloody Battles 

The general fantasy setting for Warlords 
has given it the widest possible appeal. 
Anybody with an interest in any sort of 
strategy games will appreciate 
Warlords, especially players who enjoy 
games such as Civilization. Although not 
a graphical feast, Warlords III is 
essentially a classic wargame with an 
advanced combat structure that’s more 
than enough to keep you fighting long 
bloody battles. Jon 
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International Rally Championship 

PUBLISHER EUROPRESS DEVELOPER MAGNETIC FIELDS PRICE £39.99 RELEASE OUT NOW WEBSITE www.europress.com 



This new racing sim aims to bring driver and car closer together combining 

improved graphics and superior car handling for a high octane challenge. 





I y biggest hang up with most 
I PC racers is the fact that you 
I very rarely feel like you are 
actually in the vehicle. International 
Rally Championship in the most part 
fits into this category. So just what is it 
that makes a game feel more realistic? 


Bee in your Bonnet? 

Well, I have been driving long enough to 
know that a car has a bonnet in front 
of the windscreen but for some reason, 
none of the rally games I have looked at 
recently seem to include such a simple 



option. The bonnet of the car gives the 
driver a point of perspective, enabling 
him to judge the road, so its exclusion 
seems a little odd, to say the least. 

Ironically this title's 'in your face’ 
view is actually called the 'bonnet' - 
which describes where it is placed 
rather then what you can see. The other 
view on offer is the 'chase', which gives 
the drivers more control and more road 
to play with but is much slower. So 
much for the views on offer then. 

Another substantial point of criticism 
of International Rally Cross is the fact 




the car doesn't really look like it’s sat on 
the ground, more like it's bobbing around 
on springs - but I suppose that’s the 
nature of rallying, which is especially 
known for its impressive crashes. These 
actually make up one of the cool aspects 
of the game - the tussles and accidents 
that you find yourself in are impressive. 
Although they could be construed as 
being somewhat over the top, the flips 
and wipeouts really give the game an 
edge but unfortunately the triple 
somersaults only occur in 'chase' view - 
thought it was too good to be true! 

Simply the Best 

In spite of the niggles, International Rally 
Championship is by far the best PC rally 
game out. Sega Rally and Screamer 2 
both looked pretty good but with 3DFX 
on their side Europress were always 
going to come out on top. Not only are 
the graphics far clearer but the gameplay 
is faster with it. There are many more 
options too, such as a wider variety of 
tracks - snow, desert and jungle are just 
a few - and tons more cars to choose 
from (nine to be precise). I chose to skip 


the Proton and Skoda, relying more on 
the stylish, sleek beauty of Subaru. 

Give me a brake 

Sometimes the stages can be a bit too 
long at 12 to 15 minutes each. Having to 
stop to refuel every five minutes does 
stretch one’s concentration and you 
have to really slam your brakes on so 
you don’t miss the fuelling stops. 
Luckily the game's editing feature 
allows you to create a few (shorter) 
stages of your own. 

Racing a mate is also possible, with 
multiplayer via IPX and modem on offer, 
as well as all of the different modes like 
arcade (checkpoint dashing) or 
Simulation mode that allows you to do 
things properly and take part in a rally 
championship - complete with league 
table scoreboard and all the trimmings. 

Europress have followed the 
success of the Network Q Rally with a 
game of true strength. Only Elite may 
have what it takes to better 
International Rally Championship - we 
shall have to wait and see! David 
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Longbow 2 



PUBLISHER ELECTRONIC ARTS DEVELOPER JANES PRICE £40.00 RELEASE OUT NOW WEBSITE www.ea.com 


LONGBOW 2 


The ultimate trip into the realm of air warfare with one 

of the most dangerous military helicopters around today. 




s a novice chopper pilot the 
concept of learning to play an 
in-depth helicopter 
simulation like Longbow 2 was a 
somewhat daunting prospect, but the 
whole experience is made a lot easier 
through the inclusion of a tutorial 
section. It's essential to visit here 
first if, like me, you know as much 
about flying rotor bladed machines as 
you do about the geological structure 
of the planet Neptune. 




There are three basic flight 
training tutorials. Each talks you 
through all the relevant information 
you need to become an accomplished 
pilot, such as how to take off, how to 
move around and how to destroy 
things. On the training screen there 
are several other options worth 
mentioning, like the free flight 
gunnery practice - which obviously 
speaks for itself - an advanced 
Longbow training session and a 
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VERDICT 


One of the best helicopter 
games of this year finally 
arrives - decent graphics 
and powerful weapons 
make things look fantastic 



multimedia room where you can view 
one of a limited number of videos. 

Every Detail Counts 

Once fully trained, the next step is to 
register as a pilot and start a 
campaign scenario so that you can 
get some action. This takes you into 
the Mobile Mission Planning Cell, or 
MMPC, which is usually a truck or tent 
mounted system for planning in the 
field. It contains all the pertinent pre¬ 
battle information you are likely to 
need to succeed. Most importantly it 
houses the mission planner, which is a 
grid-based map system pinpointing 
enemy and friendly units and marked 


way-points for you and any other 
attached units. This amazingly useful 
gizmo can do lots more, including a 
task assignment window which gives 
information on who's flying what, 
when they're flying it and the 
armament on board, a briefing section 
where you can access the friendly and 
enemy situation, the mission details, 
the weather conditions and the 
command and signal setup. 

If you feel the need for an ultra 
realistic chopper simulation, and 
happen to have a lot of time available 
to put into learning a vast amount of 
information, then you should love 
this game. Graham 
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Little Big Adventure 2 

PUBLISHER ELECTRONIC ARTS DEVELOPER ADELINE PRICE £29.99 RELEASE OUT NOW WEBSITE www.ea.com 




Twinsen’s back in another adventure that's not sure what size it is to save his 

home planet from the evil Doctor Funfrock... 
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graphics are crisp and uncluttered, the 
animation appears flawlessly smooth. It 
all looks incredibly enticing and 
enchanting and is bound to keep you 
hooked for hours on end. 

With its adjustments and 
additions, Little Big Adventure 2 is a 
bigger and better adventure - a 
hearty achievement indeed. The sequel 
manages to outshine its predecessor 
whilst retaining its strange wit and 
interesting characters. Simon 


ittle Big Adventure was one 
of the best action-adventure 
games released over the last 
few years. Featuring stunning visuals, 
an excellent story and an enormous 
game world, it was one of those rare 
gems that managed to be both 
original and familiar at the same time. 

LBA2' s action takes place upon a 
superbly realised fantasy world. You 
play the role of Twinsen, a young 
Quetch who, by a peculiar chance, is 
actually called nearly the same thing as 
the planet he lives on, Twinsun. Our lad 
Twinsen is something of a Twinsunian 
hero since he overthrew Dr Funfrock, 
the crazed dictator who was the ruler 
in Little Big Adventure. Revolutionary 
tendencies aside, Twinsen’s been busy 
sowing his oats, as you can tell from 
his pregnant looking wife Zoe! 

When the game begins the couple 
are relaxing at home. He’s doing a spot 
of decorating, she’s pottering around 
doing breathing exercises and generally 
being pregnant. It’s all very 
domesticated, nothing much is going on 


- it could almost be an episode of a bad 
daytime soap. But don’t be fooled very 
strange things are afoot; for despite 
the rather low-key beginning there will 
be plenty of action in store for the 
characters in Little Big Adventure 2. 

Little Change 

Players can explore most of Twinsun, and 
the game allows plenty of time to wander 
around and take in all the sights. All of 
the resident cultures (such as the rabbit¬ 
like Rabbibunnies and elephant shaped 
Grobos) have returned, and their new 
found freedom from Funfrock makes 
Twinsen’s dealings with them much less 
hazardous and more productive. 


Adventure gaming 

Fortunately all the adventure elements 
of LBA2 more than make up for these 
problems. The world itself is absolutely 
huge and the puzzles are varied, with 
both interesting characters and varied 
story lines. LBA2 most successfully 
captures the feeling that you are 
taking part in a living and breathing 
world - and a very peculiar one at 
that. The attention to detail in the 
wide range of characters you 
encounter is remarkable, and the 
lavish settings and great musical score 
make simply strolling idly around the 
worlds of Twinsun and Esmer a great 
experience in itself. 

Twos company 

This is a game that positively overflows 
with quirkiness and invention. The 


Great fun if you like 
your adventures cute, 
although perhaps not a vast 
improvement on 
the original game 


TWINSEN GETS UP TO ALL SORTS OF ODD ACTIVITIES SUCH AS SPEED LAVA ROWING 
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Constructor 


PUBLISHER ACCLAIM 

DEVELOPER SYSTEM 3 

PRICE £39.99 

RELEASE OUT NOW 

WEB SITE www.acclaimnation.co.uk 


CONSTRUCTOR 


System 3 flex their muscles with their biggest title of the decade. Constructor. The 
game fuses city sims with all the action of fighting games to create a new style, 
'build-’em-up'. As a landlord you have the opportunity to take over the world! 



he idea was first thought up 
back in 1989,though the 
computers around at the 
time were not yet capable of 
producing exactly what the developers 
wanted. The idea behind Constructor 
was allowed to develop, giving time for 
home computers to advance, and three 
years ago System 3 began programming 



and designing the game they are 
presenting this autumn. Phil Thornton 
wanted to create a game that was close 
to real-life situations, so that people 
could relate to the game. Seven years on 
he seems to have got things pretty 
much right. The overall feel of the game 
is jovial, yet still keeps you on your toes - 
one second of attention lost and you can 
lose your grip on the game. 

This game is massive, with plenty of 
missions, characters, ideas and variety to 
keep you enthralled for who knows how 
long. Initially you are greeted with a demo 
that really sets the game off on the right 
note. It pictures a pin-striped gangster, 
loosely in charge of a cement mixer, and 
some poor builder who really doesn't 
know what is going on. 




WHAT LOOKS LIKE A QUIET SUBURBAN ESTATE ONE MINUTE CAN EASILY TURN INTO A VERITABLE 
WAR ZONE WITH EXPLOSIONS. FLOODING. AND PILLAGING THE NEXT 
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Constructor is a very 
addictive game, especially 
for people who not only 
enjoy city simulations, 
but all-action fighting 
games too! 
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Build baby, build 

Once you have a few houses up and 
running you can choose to upgrade the 
fences and redecorate. At some point 
the council will decide that the standard 
of your accommodation is now so good 
that they are prepared to grant you 
planning permission to build better 
houses - or Teal houses' as they put it. 
This is the point where you can build a 
Cement Yard, upgrade your materials 
and start building grade two houses. 

A clever part of the game is that 
you can choose what your tenant's 
next child will grow up to be. At the 
start you can either have your tenant 
paying rent or if they have reproduction 
potential, you can allow them not to 
pay rent and to have children instead, 
to provide you with lots more future 
tenants and workers. The more you 
play the game, the more you realise 
how important it is to breed - as soon 
as you are quite established the money 
does tend to flood in but though you 
may want to build more, you have to 
remember that there is a limited supply 
of tenants and workers. Once you do 
run out you can try to buy tenants and 
workers off the council but this 
isn't always possible. 

At the end 
of the day 

The closest recent 
comparison to Constructor 
is Dungeon Keeper, but 
Constructor benefits from 
being more realistic and 



THIS IDYLLIC LANDSCAPE CAN SOON BE YOURS 
TO DO WITH WHAT YOU WILL. BUILD A FEW 
TOWER BLOCKS IF YOU WANT 


losing the alleged aura of geekiness 
surrounding the Dungeons and Dragons 
style. Both are based on building 
communities and fighting off enemies, 
so maybe Dungeon Keeper should be put 
in the 'build-’em-up' category too. 
Constructor does look and feel like 
an original title. The graphics are 
fun and the animation simply 
excellent. Check out the Yobs’ 
party scene, or the Hippy 
residents taking their bath - 
humour drips from 
every corner. Jon 














































































The word Motorhead will no 
with the rock band - from 
worship their idols. 


PUBLISHER GREMLIN DEVELOPER DIGITAL ILLUSIONS 


PRICE £39.99 RELEASE OUT NOW? 


Motorhead 


WEB SITE www.gremlin.com 




longer be associated 
now on Motorhead fans will remain in their seats to 
Computer games are the new rock and roll! 




otorhead is set sometime in the 
next millennium and centres 
around the six different venues 
of the Transatlantic Speed League 
(similar to Pod, but luckily much better). 
By setting the game in the near future, 
Digital Illusions have allowed themselves a 
bit of room for creativity in game design. 
Not only do the graphics evoke that Blade 
Runner style (especially in the intro), but 
you even get the occasional Spinner 
lookalike cruising overhead. A nice touch. 
Though these graphics look special in 
3DFX mode, the software version is still 
very commendable and just as fast even 
in multiplayer mode. 


Leagues 

Motorhead' s league system gives you 
just a few cars to begin with, and you 
have to race two tracks and do well at 
them to move up a division. As you move 
up the rankings, more cars become 
available and the tracks become more of 
a challenge. The tracks themselves are 
very interesting, with many hazards, 
sharp turns and surprises (put it this 
way, they aren’t just ovals). 

Haunting 

Another good feature is the Ghost mode: 
save your best lap and then, instead of 
watching the time to see whether you 




Letdowns 

has only a few disappointing features. 
There’s nothing actually wrong with 
Motorhead, but a few things could have 
been included to make it better. There 
are no CPU opponents to make up a full 
race in multiplayer modes, so you'll need 
seven other friends (with computers) or 
you'll have to wait around for strangers 
to join over the Internet to get the same 
feel as the single player. Also, with no 
weather variations to alter gameplay and 
give variety to the tracks, players may 
get too good at the game too quickly. A 
few random rainstorms are a great way 
of making a racing game much more 
challenging. On the other hand, the use of 
fog is more of a patch up technique than 
an aesthetic addition, especially when the 
skies are clear above the mist. 



are improving, you will face up against the 
ghost car - a shadow of your former self 
to race again. 
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Cars 

Some of the cars don’t look that special 
from the arse end, but hey, what does? 
Even though they have 300 polygons per 
car, the metallic effects are nothing too 
amazing - a bit more detail in place 
wouldn't have hurt. Each of the ten cars 
has different attributes, so you can spend 
time finding your favourite, though there 
doesn’t seem to be a way of altering 
them much other than the body colour, 
transmission type or horn sound. 

The CPU cars in UltimQte Race Pro 
did not follow a set path or racing line, 
and in most other games the opposing 
drivers seem to be near enough 
perfect, slowing for corners without 
skidding and basically not paying any 
attention to you at all. Well those days 
have gone. Formula 1 '97 changed that 
with cars that blew up in front of you 
and crashed on corners, and similar 
situations occur in Motorhead. Other 
drivers will attempt to knock you aside 
and ram you. You will then see them 
wrapped around a lamppost further 
down the track! 


Motorhead is a futuristic 
racing game with all the 
advancements you would 
expect from a title ahead 
of its time 


I find it difficult to say which 
game a budding new driver should 
buy - UltimQte Race Pro is the one 
for people with tight purse strings, 
but Motorhead is the classier of the 
two, with good multiplayer and single 
player options, excellent graphics, 
sound and awesome playability.David 


THE BRAKE LIGHTS ARE FULLY FUNCTIONAL - 
A GOOD SIGN OF PENDING CORNERS 
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Redline Racer _ 

PUBLISHER UBISOFT DEVELOPER CRITERTION PRICE £39.99 RELEASE OUT NOW WEB SITE www.csl.com/studio 



With some breath-taking graphics and exceptionally fast gameplay, 

this stunning racing title leaves its rivals trailing in its slipstream. 



titles catering for those who prefer 
racing action of the two wheeled variety. 
But this looks set to change over the 
next couple of months. Redline Racer is 
an out-and-out arcade racing 
experience. Before the advent of 3D 
accelerator cards, the term arcade 
racing' referred to nothing more than 
the style of the game. Nowadays, it can 
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be translated as arcade quality games! 
The speed and graphics that we've 
become accustomed to in the arcade can 
now be delivered on a home PC, as 
Redline Racer proves. 

Fast and smooth 

Before the start of each race, players 
must select from a number of race 
set-up options. First of all, there’s 
three difficulty settings to choose 
from; easy, medium, or hard. Next 
players must choose a bike to race on: 
At the start of the game, players have 
just two to choose from, but as they 
win races they gain access to more. 
There’s eight bikes in all, each of 
which has different ratings for speed, 
acceleration, handling and braking. The 
two bikes players start with are not 
particularly strong in any of these 
four areas, but the ones they reveal 
later on get progressively better. 

Other than giving the player 
something to aim for, the fact that 
the faster bikes are only available 
after players have proved themselves 
at a certain level proves to be a 
blessing in disguise. The faster bikes 
are incredibly hard to handle and if 
players were to ride these bikes from 
the outset it could make progressing 
through the game exceptionally hard. 
Instead, the game starts players off 


VERDICT 


Redline Racer is, 
quite simply, one of the 
best arcade racing games 
we have ever played. 

Buy it and you 
won’t regret it! 


POSITION 





with the slower bikes and as they get 
better, gives them access to the 
faster ones. Having selected a bike, 
players must then select from 
automatic, or manual gear 
transmission. Selecting manual gears 
adds a few extra miles per hour to a 
bike's top speed, but this is a luxury 
available only to the very best drivers. 

Graphically, Redline Racer is up 
there with UltimQte Race Pro as the 
best the PC has ever seen. The 
textured landscapes are wonderfully 
detailed and the animated bikes and 
drivers look superb. Procedural 
textures such as skid marks and tyre 
tracks add enormously to the game's 
fantastic look, as do the particle 
effects used for spray and sparks. 

One of the best 

The racing genre has been enjoying 
something of a rennaisance recently, 


with Microprose's UltimQte Race Pro 
leading the way. Ubi Soft's Redline Racer 
carries on where this breath-taking 
game left off. Its gameplay doesn't offer 
anything particularly new, but it boasts 
some of the fastest, smoothest racing 
action yet to grace the PC. It needs the 
power of a 3DFX card to achieve this, 
but if you already have one, then this is 
the game to showcase what the PC is 
really capable off. Put in simple terms, 
Redline Racer is one of the best racing 
games we have ever seen. Jon 
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___ FIFA: Road to the World Cup 981 

PUBLISHER ELECTRONIC ARTS DEVELOPER EA SPORTS PRICE £39.99 RELEASE OUT NOW WEB SITE www.easports.com| 





IHE FIFA TIT LE S HAVE A L WAYS BOASTED AN I MPRESSIVE RANGE OF OPTIONS - THIS ONE'S HQ MFFFRFNT 


wn 

EA have set out on the road to the World Cup with the release 
of their latest FIFA title. But will it live up to expectations? 


everybody's lips is which is better, 
Actua Soccer 2 or FIFA7 The answer 
to that really depends on what players 
are looking for in their football. Actua 
is an arcade-style affair which is 
instantly playable but a little limited in 
the long term. FIFA, on the other 
hand, is a simulation that improves 
with every kick of the ball as players 
learn new moves and discover the 
finer, more subtle aspects to the way 
it's best played. Jon 


choose to play friendlies between any 
of the hundreds of teams in the 
game. They can also take part in one 
of a dozen different national leagues, 
including the Premiership, Bundesliga 
and Serie A. For those who need to 
hone their skills, there's also a 
training option and penalty shoot¬ 
out game. 

Classy performer 

All the failings of previous FIFA 
games, such as poor passing and too 
much computer involvement have 
been eradicated through a brand new 
match engine and control system. The 
highlight of this is a passing system 
which allows for one-twos, through 
balls, one-touch passes, all of which 
makes for fast flowing and 
entertaining football. No other PC 
football game offers such a 
comprehensive range of moves as 
FIFA Road to the World Cup. 

Actua. or FIFA? 

With all that said and done, the 
question most probably remaining on 
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If the real World Cup 
turns out to be half as 
entertaining as this 
superb game, then were 
all in for a real treat! 
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O fter the criticism levelled at 
the last two FIFA titles, EA 
have pumped a lot of time, 
effort and money into this latest 
version, but does it deliver? 

France '98 

Part of the vast amount of money EA 
have spent on FIFA Road to the World 
Cup was used to snap up the official 
World Cup licence. To milk as much from 
this licence as possible, EA plan to 
release two games. FIFA Road to the 


World Cup is based on the qualification 
process for the prestigious 
tournament, whilst the second game 
will be based on the final stages which 
are to be hosted by France this year. All 
the teams from around the world that 
took part in the qualification process 
are represented in the game in their 
correct continental groupings. 

Global competition 

There’s much more to FIFA than just 
the World Cup though. Players can 
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Actua Soccer 2 __ 

PUBLISHER GREMLIN DEVELOPER DMA DESIGN .PRICE £39.99 RELEASE OUT NOW WEBSITE www.gremlin.com 


ACT U A SOCCER 2 

If you are looking for a fast, fun game of football minus the painful injuries, 

cold mornings and grubby boots, then you have come to the right place. 



| remlin have really tried their 
hardest to make the newAS2 
I the best football sim ever. 

AS2 has a whole new engine, which is 
one of the major improvements. The 
players are made up of polygons and look 
less like flat cardboard cutouts. The 
motion capture was done by the young 
Michael Owen, Liverpool striker. He 
mimed for all the sequences apart from 
the keeper which was done by Sheffield 
Utd's Simon Tracey. Simon seems to 
have done a pretty good job because it is 
really tough trying to getting around the 
keeper when you are up close. 

The graphics are good - especially if 
you have Power VR or 3DFX - but don’t 
worry, the game isn't much slower 
without them. Options are available to 
change the screen resolution so you are 
always going to have a fast-paced game. 

Stadium rock 

The game has many more exciting 
options than just the screen size. There 
are 64 international teams to choose 
from, and room for another 24 with 
the Customise feature. That’s right, if 
you can’t find you local side then you 
can spend an hour or so forming your 
own team. You can paint the kit the 
correct colours and stripes, though you 
can forget about putting the right 
sponsors on or any frilly banding you 
may wish. What you can do though 
is give a specific head to each 
player. There is a wide selection 
to choose from; many 
recognisable football stars, 
members of the band the Super 
Furry Animals, as well as a funny 
gremlin thing to add a 
lighter element to a 
very serious game. 

Along with definable 
teams you have 
definable 

competitions too. I 
Make up your A 

own leagues and 
competitions ^ 

with any of the S| 
teams, it’s all very 
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versatile. When added to the friendly 
games, World Cup games and the 
special recreating of classic games you 
soon realise that the options are 
almost endless. Barry Davies and 
Trevor Brooking provide detailed 
commentary with no awkward 
overlaps or too many dodgy repeats. 

On and off the field 

Play on field is quite frantic. You have 
about four buttons for tackling, long 
ball/running, shoot and pass, making it 
nice and easy to pick up and play. You 
don't control the goalie, which does 
leave some of the work to the 
computer. Though you do have the 
opportunity to boot the ball out with 
the goal kick. There is a lot of after¬ 
touch available which is great for curling 
shots and penalties. Another nice touch 
is the fact that you have to rapidly 
press one of the buttons to run, just like 
in Daley Thompson's Decathlon. Passing 
is not a problem as long as you have 
the camera view at the right angle 
so you can see as many of your 
players as possible. When you send 
a striker down the wing the arrow 
beneath the player's feet changes 
to a square to let you cross the ball. 
Again, you need a good viewpoint 
so you can wait for a player 
to receive it. The skill of 
the players also affects 
their control of the 
ball. This is really 
apparent when you 
try to get a player 
to turn around 
quickly with the 
ball, the best 
players have glue 
on their boots. 
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Football on the PC 
gets promotion. 

Actua Soccer 2 is better 
than its predecessor and 
deserves all the attention it 
has received 
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Plain and simple fast, as fun as Sensible Soccer, and 

If you enjoy twisting your fingers looks easily as impressive as FIFA. It 

around umpteen buttons and wading looks like Mr Shearer chose the right 

through hundreds of set-up screens game to put his name to. David 


Make up your own leagues and 

competitions with any of the teams, 
it's all very versatile 




then this is not what you are after. 
With Actua Soccer 2 you do ’pay to 
play;’ simple set-up options and the 
minimum amount of keys allow players 
to achieve a high standard of ball 
control in a short period of time. 

Actua Soccer 2 is one of the 
easiest football games to get into; it’s 
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PUBLISHER VIRGIN DEVELOPER CAPCOM 


PRICE £39.99 RELEASE SEPTEMBER 


Resident 


WEB SITE www.vie 



The scariest computer game ever finally gets a decent PC conversion, so load up, 
grab a pair of bicycle clips, dust off all the old macho 'bloke' lines from Aliens 
and get ready to bust some heads. 







I he storyline is almost straight 
out of a crap horror novel. 
Sinister unexplained murders 
are reported in an obscure backwater 
and a Special Forces unit is sent in to 
investigate. However, contact is lost soon 
after arrival and another team is 
dispatched to find out what went wrong. 
Surviving an attack by savage wild 
animals, the three surviving members of 
Bravo team take refuge in a sinister old 
mansion (naturally) and this is where the 
full, horrific gory saga unfolds. 

The scene up to this point is set in 
one of the most gruesome intros to 
date. Like a cheesy horror movie, 
which doesn't seem cheesy even 
though you know it is, complete with 
square-jawed, gum-chewing hero and 
hammy acting. A combination of live 
action and rendered sequences take us 
as far as the 'escape' into the house 
where the game proper really begins. 

After a brief verbal exchange 
between the survivors, control is 
passed to the player and from there on 
in it’s a non-stop pant-filling 
rollercoaster, lurching from one 
stomach-churning episode to the next. 



There are two Bravo team characters 
to play with and whichever you choose 
radically affects the game - it's as good 
as giving two games in one in fact. 

Chris Redfield is a big butch marine 
but he’s actually harder to use than 
the petite Jill Valentine for a number 
of reasons. For a start she begins the 
adventure with a loaded beretta - not 
brilliant but more effective than Chris’ 
knife. She also has the ability to pick 
certain locks, gets better weapons 
more quickly and has considerably 
more ammo to play with. 

As the story unfolds it turns out 
the house was being used for top secret 
government experiments which went 
terribly, tragically wrong - don't they 
always Now ravenous dogs roam the 
grounds and those scientists who've 
not already been devoured walk the 
corridors like zombies, with nothing but 
an insatiable bloodlust to occupy what 
remains of their once brilliant minds. 

With certain death lurking 
outside the front door the only hope 
of escape lies in fully exploring the 
house and trying to piece together 
what exactly went on in the hope of 
finding another way out. 



Easy PC 

In a time when PC publishers seem 
intent to try and out-do the consoles 
at their own game, it's funny that a 
style which began life on the PC 
should reach its zenith like this - a 
console game converted to PC. There 
are more and more arcade games 
appearing on PC which need such a 
high spec to run you’d have to fork 
out the best part of three grand to 
stand a chance. At the end of the day 
they just don't sit right. 

Resident Evil clearly takes its cue 
from the schlock movie genre and let's 
face it - who doesn't like a nice 
zombie-ridden gorefest once in a 
while? It's all good, clean family fun, in 
fact in many respects it's almost like 
watching a movie. Not many games 
can boast genuine universal appeal 
but this is most definitely one of 
them. Adventure and puzzle fans 
will love the challenge and unfolding 
story, while arcade animals will dig 
the blood and guts and be hooked 
before they realise it. In short, 
Resident Evil is a title no-one 
serious about their gaming should 
be without. Buy it. David 



THEY MAY HAVE BEEN HUMAN ONCE. BUT THERE'S NO ROOM FOR COMPASSION TOWARD THESE 
SHUFFLING UNDEAD CREATURFS 
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VERDICT 


The best arcade adventure 
of all time should already 
have a place set aside in 
your collection. Everyone 
should experience the thrill 
that is Resident Evil 
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Sid Meier's Gettysburg! _ 

PUBLISHER ELECTRONIC ARTS DEVELOPER FIRAXIS GAMES PRICE £39.99 RELEASE NOVEMBER WEB SITE www.gettysburg.ea.com 



Ever wanted to take charge of blues or greys south of the Mason-Dixie line? 

Recreate the battle of the American Civil War in S/d Meier's Gettysburg! 


id Meier's latest creation is an 
historical wargame based on 
the decisive Battle of 
Gettysburg during the American Civil 
War. Sid Meier has a long-held 
fascination with this turbulent period 
in his country’s history, which he says 
stems from a book he received as a 
child. It contained detailed map-like 
pictures of the battlefields, showing 
the disposition of the troops, the 
terrain in which they were fighting, 
and the famous landmarks of the 
battle such as Cemetery Ridge and 
Culp's Hill which have entered into the 
pages of history. It was these maps 
which formed the inspiration for the 
new game. 
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The battlefield on which the 
action takes place quite large, 
encompassing a wide area around 
Gettysburg. During the game the 
area is viewed from above at an 
angle of about forty-five degrees, 
and the viewpoint can be rotated 
through eight points of the 
compass, giving you an all-round 
view of the battle. There are also 
several levels of zoom, ranging from 
a close-up of just a few units filling 
the screen, to a birds-eye view of 
the whole battlefield. The action 
occurs in real-time, which is unusual 
for this type of historical wargame, 
but control of your forces is very 
simple, so the pace is relatively easy 
to manage. You start a battle with 
your troops already in position near 
to the enemy, and you are given 
certain victory objectives which you 
must achieve to win the engagement. 
You may or may not know where the 
enemy's troops are, depending upon 
the scenario. You then move your 
troops into battle, either by selecting 
them as individual platoons, or as a 
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This is definitely one of the 
best real-time wargames 
available on any platform, 
both historically interesting 
and fun to play 



whole battalion by selecting the 
officer in command. 


At the End of the Day 

At the end of each stage, your 
performance is rated by the relative 
numbers of casualties inflicted and 
received, and by the number of 
secondary objectives achieved. You can 
view a plan-view replay of the fighting 
which has just taken place, then move 
on to the next scenario, or return to 
the main menu if you wish. This is a 
highly addictive game, which is a 



surprise for me, as I don't normally go 
for wargames in a big way. This one 
has all the right ingredients though. 
There is an eight-player LAN or 
internet link option, requiring 14.4 baud 
or better modem, so you can compare 
your military prowess with others 
around the office or around the world. 
The game's Al is sufficiently adaptable, 
and the random battle generator 
sufficiently resourceful that you could 
keep playing this game forever, and 
not get bored. And that is the hallmark 
of a truly great game. Cliff 



I PLATINUM ULTIMATE PC | Issue One 











































FI Racing Simulation 

PUBLISHER UBISOFT DEVELOPER UBI SOFT PRICE £39.99 RELEASE OUT NOW WEBSITE www.ubisoft.co.uk 



their 


It's been a while since we've seen a game 
based on Formula One. and just as the 1997 season closes. UbiSoft launch 
big new title. But will it get the checkered flag or end up on the gravel trap? 





/ Racing Sim can be tweaked 
to the user's preference 
quite a lot. Three difficulty 
settings can be chosen (amateur, pro 
and expert) with players able to 
change more options to make things 
even easier or more difficult. These 
involve selecting or de-selecting 
realism buttons such as damage, pit 
speed restrictions and false starts 
etc. Of course, the weather can be 
changed from races with blaring 
sunshine to ones tipping down with 
rain. If you’re a formula one follower 


then you'll know that selecting the 
correct tyres is essential depending on 
the weather status - do you go for 
slicks or wets? 

On the game mode front, you can 
either opt for a single race, grand prix 
or there are two championship modes; 
normal and customised. Newbies to the 
FI world are also invited to make use of 
the training option - however this was 
a big disappointment. Where there 
should have been step by step on¬ 
screen help or commentary, the 
developers have instead decided to put 
you on the track with a transparent 
car. You are meant to follow it and 
obviously learn where you’re going 
wrong, but it's useless and will neither 
teach newcomers, nor improve more 
experienced players’ driving methods. 
Fortunately if you need some tips on 
taking corners (the biggest problem 
people have, I feel) then useful 
diagrams are provided, along with 


JUST LOOK AT THE DETAIL PUT INTO THE GAMF 




literature on how to not plummet into 
barriers and tyre walls. 

Possibly the biggest 
disappointment with FI Racing 
Simulation on the options front is 
that all of the teams and driver 
information have been taken from the 
1996 season. With all of the 1997 races 
dead and buried, it really doesn’t make 
sense not to have used the 1997 
details, although licensing may have 
played a part in this. 

Once you've chosen your mode, 
played around with settings and 
selected a track and driver to race with, 
it's time to get to business and once 
you see the in-game graphics you'll 
realise why you need a 3D graphics card 
- the visuals are truly amazing. 

Driving around you'll notice that the 
tracks have been accurately researched 
to match up with the actual ones raced 
on over the season. From the bends to 
the grandstands, barriers and 
sponsorship, it's all here and makes the 


whole game a lot more realistic. Renault 
played a large part in the development 
of FI Racing Simulation, and we can 
thank them for making everything as 
realistic as possible. 

It’s go. go. go! 

As good as Grand Prix ? In some 
respects, yes - the visuals in my 
opinion are far superior. Although the 
tactical racing style may not be ideal 
for those not heavily into FI, the 
realism is the best seen yet in a 
formula one game. Simon 
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Without doubt one of the 
most realistic racing sims 
I’ve seen for quite a while 
- and that goes a long way 
in my book 
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Review 


PUBLISHER RED ORB ENTERAINMENT DEVELOPER CYAN PRICE £44.99 RELEASE OUT NOW WEBSITE www.riven.com 



Immerse yourself in a world beyond thought, beyond imagination... 


to Myst 


efore I go blathering on 
about Riven I think I ought 
to say a few words regarding 
its predecessor, Myst, the game that 
took the world by storm with its 
simple and intuitive interface and the 
kind of graphics quality that most 
people only dreamt of. Myst did have 
its down points though, like a distinct 
lack of serious animation or FMV, and 
unless you had a fast CD drive it 
could get rather slow when changing 
scenes. The puzzles, however, were 
definitely not lacking; some even said 
that it was too hard or too cryptic. I 
for one would probably regard them 
as subtle more than anything. (That 
doesn't mean I found them easy 
mind you!) 

Riven has none of these drawbacks 
I'm glad to report, the game is 
positively stuffed with wonderful 
motion and unbelievably realistic 
images. The designers have 
approached the puzzle aspect with a 
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learning curve in mind, that is to say 
the problems are easier at the 
beginning and increase in complexity 
as the adventure progresses. 

A world gone mad 

The game starts with a nice bit of 
FMV, namely Atrus sitting where he 
was left, trapped inside a book writing 
his notes. He then gives you the 
lowdown on the situation - his fear 


D'Riven to distraction 

The island of Riven is totally unique; 
from the awe-inspiring scenery to the 
amazing - not to mention nutty - 
inventions dotted around the place. 
There are even several rides you can 
experience; imagine yourself sealed in 
a tiny little brass train-like vehicle, 
gently clattering across points and 
around rocks on the seabed! Or if you 
prefer, take a quick spin in a rickety 


Riven is in fact what the creators had 

intended Myst to resemble 


for his wife Catherine, and the fact 
that the islands are unstable. 
Unfortunately Atrus has one other 
problem; his father. Gehn, who, like his 
son, has the power of The Art which 
can be used to create worlds like 
Riven, but also to tear them apart. At 
this time, Gehn is trapped inside a 
book, but it is only a matter of time 
before he can free himself... 

The creators of Riven 
have produced an immense 
and fascinating world, 
full of wonder and 
mystery. Get ready to 
see weeks disappear... 



old mine cart which at one point dives 
into the sea through a strange tunnel 
held open by unknown forces. 
(Damnedest thing I've ever seen!) 
From one vantage point in particular 
the view of the lagoon is heavenly; 
gravity defying walkways clutter the 
spaces between the odd looking 
bubble-like homes of the island’s 
mostly unseen population. 

All of the things you are likely to 
come across, however small or 
insignificant seeming, will hold some 
clue or hidden purpose. The myriad of 
pipework above and below the 
landscape are the key to starting or 
setting up a lot of the mechanical 



contraptions around the place, and 
could contain any one of a number of 
different things like gas, water or air. 

The world of Riven is immense, 
with a depth to challenge the most 
hardened gamer, and none of the gore 
or violence we have (unfortunately!) 
become used to over time. A masterful 
work of imagination and creativity 
that will capture the hearts of gamers 
everywhere. Spot on guys! Graham 




PAY CLOSE ATTENTION TO EVERYTHING IN THIS 
WORLD AS MOST OF IT WILL EITHER DO 
SOMETHING OR MEAN SOMETHING IMPORTANT 
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X-Com: Apocalypse 

PUBLISHER MICROPROSE DEVELOPER MYTHOS GAMES PRICE £44.99 RELEASE OUT NOW WEBSITE www.microprose.com 


X-COM: APOCALYPSE 


The threat of alien invasion is looming once more. It's up to you 

and your team to save our planet from impending nastiness. 





-COM: Apocalypse is the third 
in a series of strategy games 
revolving around alien attack 
that began a long, long time ago, back 
in the days when I still had a creamy 
coloured Amiga. Microprose's latest 
title updates the plot, returning to 
Earth where peace is once more about 
to be shattered. Yes, the aliens are 
back, descending from the heavens in 
their smashing disc-shaped 
spacecraft and it's your job - as 
commander of a crack team of alien 
killers - to defend the city of Mega- 
Primus from attack. 

X-COM: Apocalypse's action is 
basically concentrated in this 
bustling metropolis, which has been 
suddenly disrupted by the 
appearance of several portals 
through which the aliens arrive. 

From a central cityscape 
screen players can access 
the various menus that go 
to make up the 
management side of 
the gameplay. As 
the game starts, 
your first priorities 
are to build up bases 
and hire the right 
staff. The city 
buildings are owned 
by various 

organisations whose 
attitudes can be 
hostile, friendly or just 
plain indifferent. 

Diplomacy thus plays 
an important role - 


friends need to be kept sweet and 
any potential enemies watched. 

Alien incidents are the focus of X- 
COM: Apocalypse and when one occurs 
you'll have to act quickly. Emerging 
UFOs must be destroyed, whilst 
wandering aliens need to be tracked 
and investigated swiftly. This is 
accomplished by sending your 
men into the area, at which 
point the game switches to 
a tactical mission, based in 
a 3D area where you 
have direct control of 
your agents. 

Exploration is essential and 
your men, who can either be 
divided into squads or controlled 
as one unit, need to be told 
whether to proceed with 
caution or storm 
buildings in a Rambo- 
style. Initially all of 





these missions will only take place 
in the buildings of the city but later 
on the action switches outside, 
across the planet, and ultimately 
even stretches out into the aliens' 
own dimension. 

If you're a veteran of previous X- 
COM games, you won't be expecting 
superb graphics but this third 
installment does seem let down by its 
comparatively basic animation and 
visuals. That said, what the X-COM 
series lacks in beauty it makes up for 
with some excellent gameplay andX- 
COM: Apocalypse's real-time mode 
brings it firmly up to date with recent 
releases in the genre. It's another 
good game to add to the series, if a 
little restricted, but perhaps X-COM: 
Apocalypse is just not different 
enough from its predecessors to make 
it anything that special. Cliff 


SO. JUST WHAT 
IS THIS X-COM 
THING THEN? 

The original X-COM game. Enemy Unknown. 
was written by the Gallop brothers, 
authors of the legendary title. Laser 
Squad. Their second release. X-COM: Terror 
From The Deep wasn’t so well received. 
One of the problems with the other X-COM 
games was that if you only had one alien 
left to kill, you then had to undertake a 
painstaking search to find it and 
unfortunately this flaw still exists to a 
certain extent in Apocalypse. Thankfully 
though, your squad can now bring down 
whole buildings by taking out their lower 
levels, which makes flushing out those 
lingering aliens a whole lot easier. 
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It’s hardly an innovative 
title but X-COM fans will 
love the real-time combat 
addition and improved 
menu system 
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Hexen 11 _ 

PUBLISHER ACTIVISION DEVELOPER RAVEN SOFTWARE PRICE £39.99 RELEASE OCTOBER WEB SITE www.activision.com 


itself... Well, that was one of the most 
burning questions. The answer has to be 
a resounding yes. Hexen II takes the 
Quake engine and then builds on it to 
create the most accomplished first 
person perspective shoot-’em-up to 
date. But first the plot... 

Set some time after the original 
game, Hexen II is based on the world of 
Thyrion which has been split up in to 
four different continents. This 
peaceful world has been invaded by 
the dark armies of Eidolon and it’s 
basically up to the player to liberate 
the planet (no small task, eh?). As 
with the original Hexen , players can 
choose to fight as one of four 
different characters, from a choice of 
the Assassin, Crusader, Paladin and 
Necromancer. Each character has his, 
or her own special powers and four 
different weapons. With the return of 


Hexen II has finally 


arrived, but has it been worth the wait? 

ULTIMATE PC endeavours to find out... 


| exen II has been in 
I production for some time 
I now, so there was a 
collective sigh of relief around the 
UPC offices when the reviewable 
code finally arrived. Of course we 
had all seen earlier builds of the 
game, but here, at last, was the 
finished product. Stacks of 
questions immediately began buzzing 
in our heads, 'has it been worth the 
wait? Is it better than Quake ? How 
does it play?’ All the answers to 
these vital questions emerged over 
the next few days and thankfully, 
they were exactly the ones we’d all 
been looking for. 


Quake Beater? 

Having taken the old Quake engine, Hexen 
II was always going to be better than the 
slightly disappointing original but as to 
whether it could actually surpass Quake 
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VERDICT 


With all the multi-player 
options of Quake and an 
exceptionally strong single 
player game. Hexen II is a 
classic title that’s hard 
to fault 
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THE WORLD OF HEXEN II IS LITTERED WITH A WIDE VARIETY OF DIFFERENT ENEMIES. WHICH BOAST 
A MUCH HIGHER LEVEL OF AI THAN THOSE IN QUAKE 



complete each of the levels or 
Deathmatches, where all the players 
are out to get everyone else. There 
are also team games, where groups 
of players take on other groups. 
With superior graphics, more in- 
depth and demanding gameplay and of 
course the essential multi-player 
options, Hexen II is a definite Quake 
beater. Unfortunately, with Quake II 
and Unreal now lurking just around 
the corner, Raven could well be in 
some danger of having their big 
release overshadowed. 
Whatever happens in the next 
few months though, nothing 
can beat the simple fact that 
Hexen II is a truly classic title. Jon 


the Tome of Power - which was last 
seen in Heretic and theoretically 
doubles the number of weapons by 
enhancing each characters standard 
weapons, Hexen II boasts 32 different 
weapons in all. No other game in this 
particular genre can claim anywhere 
near this number. 

Multiplayer 
mayhem 

Of course with the 
Quake engine comes all of 
the now familiar multiplayer 
options. Players can, either over 
a LAN or via the Internet, play 
Co-operative games, where 
everyone works together to 
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Microsoft Golf 98 


PUBLISHER MICROSOFT 

DEVELOPER MICROSOFT 

PRICE £39.99 

RELEASE OUT NOW 

WEB SITE www.microsoft.com 



MICROSOFT GOLF 98 

Microsoft tee-off with an all-new golf sim. Eagle or bogie? 

The UPC boys spend a day on the course to find out. Fore! 





O eing the kind of sport which 
requires major league wonga 
if you want to get into the 
real thing, golf sims have always 
been popular. This popularity has 
stretched from Leaderboard on the 
Spectrum to EA 



Sports’ PGA games and this, the 
latest version of Microsoft's 
contribution to the cause. 

If you've ever played a golf game 
in your life, you'll be at home right 
away. You can customise your player 
to suit any taste and select which 
clubs you want to take with you, 
onto whichever of the four available 
courses take your fancy. Get into 
the game and you'll find all the 
options nicely represented in icon 
form along the bottom of the 
screen. Using these you can add 
swerve, change clubs, rotate the 
view and do all those things you do 
in golf games prior to hitting the 
ball. There's also a choice of swing 
styles; the tried and trusted 
powerbar, where you click once for 



You can end up thrashing around for 

seven or eight shots before you 
get it absolutely spot-on 


power and again at the correct 
moment to strike the ball, or a 
horrible 'virtual swing' option where 
you move the mouse to simulate 
swinging the club. What! The 
powerbar system has worked for 
years and remains more than 
adequate, so why change it? 


Overall Microsoft Golf '98 is a 
pretty decent golf game but much 
the same as the rest. If you fancy 
the idea of a few new courses, then 
go for it - just don't expect 
anything EA weren't doing five 
years ago. Miles 


Par for the course 

Generally though, golf games are 
pretty much of a muchness, so I'll 
concentrate on what makes 
Microsoft Golf '98 different. For a 
start the graphics are really rather 
nice - approaching photo quality in 
fact. Rotating the view can be a 
pain in the arse though; you click 
an icon and get a circular dial like a 
clock face, then drag the pointer 
to the direction you want to see, 
relative to where you are. This is 
deeply naff and should have 
been done with a simple 
ieft/right control. 

Getting stuck in the rough can 
also be extremely frustrating. Okay, 
so a clean hit should be harder to 
achieve with a poor lie, but here you 
can end up thrashing around for 
seven or eight shots before you get it 
absolutely spot-on. At the other end 
of the scale is the unrealistic number 
of times you're able to chip straight 
in from off the green - a couple of 
times per round, on average. 
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As golf games go, this is a 
perfectly playable piece of 
software. It just doesn’t 
present anything not seen 
many times before 
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Warqames 



PUBLISHER ELECTRONIC ARTS DEVELOPER INTERACTIVE STUDIOS PRICE £34.99 RELEASE OUT NOW WEBSITE www.ea.com 


It's here - the real-time strategy game to compete with the best of the rest. 

The license may help it sell, but with its fully rotational 3D terrain 
and plenty of new features it could well become the definitive wargame. 




A and MGM combined means 
a serious force to be . 
reckoned with. Obviously 
they have plenty of cash to throw at 
any product they are working on, so 
really we should expect great things 
from everything they put out. The 
added interest comes from MGM's 
back catalogue of hundreds of films 
they have to choose from when 
coming up with a new game. 
WarGames was a classic Cold War 
suspense thriller that incorporated 
(what was at the time) the very 
modern concept of hacking. The main 
character even used those now 
defunct appliances which required 
you to stick the handset into rubber 
sockets to get connected - the joys 
of technology! 



Hacker three tracker 

The game itself is (for the most part) 
just like any other real-time strategy 
wargame - the list still gets longer but 
the best includes Total Annihilation and 
Dark Reign. The major difference with 
WarGames is the true 3D terrain and 
units. Okay it’s not full immersion like 
Battle Zone, but you really do notice 
the difference compared to the 2D 
games. It uses an engine similar to that 
of Dark Omen or Myth, with a fully 
rotational camera and a decent zoom. 
This does mean you never lose men 
behind buildings and trees, which is 
lucky because there are loads of both 
in WarGames. Even with this complex 
engine they haven't skimped on variety 
regarding the terrain; Water, ice, snow, 
urban, desert - there is plenty here to 
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make you feel like you are truly 
crossing the globe. Unfortunately, 
being 3D, the graphics are not quite as 
slick as we have come accustomed to 
seeing with the 2D games, but with 
hardware enabled it's not far off. One 
other thing I question is the use of fog 
of war when it is actually light grey in 
colour - a bit confusing when you are 
playing the snow levels. 

Military might 

There are so many great new ideas 
incorporated into WarGames that 
it's hard not to like it. The only 



things I didn't like were the look of 
the infantry, although, come to 
think of it, I am a bit concerned 
about some of the collision detection 
on the buildings and bridges. 

Another feature that I think they 
should have included would be a 
skirmish mode to give players 
without multiplayer facilities a bit 
more longevity for the game. Saying 
that though, they have got forty 
odd missions to get through. 

WarGames is, in my opinion better 
than StarCraft but not quite as 
exciting as Battle Zone. Though the 3D 
really does make all the difference, it 
would have been good if you could 
have interacted more with the terrain. 
For example, as you cross snow- 
covered hills there is no trace of you 
being there - you can’t set fire to 
trees and the explosions don't leave 
any marks. For an example of that you 
need to see Myth. Shall we play a 
game? I think so! David 




THE JET PLANES FLY REALLY SMOOTHLY AND ARE QUITE ACCURATE IN THEIR FIRING OF MISSILES. THOUGH 
YOU DO HAVE TO KEEP ON RE-SELECTING TARGETS ALL THE TIME 
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Microsoft Flight 98 

PUBLISHER MICROSOFT DEVELOPER SUBLOGIC PRICE £39.99 RELEASE OCTOBER WEB SITE www.microsoft.com/games/ 



We've all flown F16s, F22s and Apache helicopters through 


war torn countries, but have you tried about something a bit more sedate, 
like a Cessna over San Francisco Bay? No? Well now's your chance. 




j icrosoft Flight '98 carries on 
: in a long tradition of flight 
I sims that first began over 
fifteen years ago. Since the very early 
days of computer gaming with their 
wireframe landscapes, the sim series 
has come on immeasurably and this 
latest version is, quite simply, one of 
the best flight sims around. 

Flight '98 basically offers pilots four 
main modes of play; learn to fly, create 
flight, select flight and multi-player. 

For those who are new to flight sims, 
the learn to fly section should be the 
first port of call as there are some 
invaluable tutorial flights included, 
where players are coaxed - audibly and 
by on-screen instructions through a 
selection of simple basic flight 
routines. These tutorial sections do 
work superbly and help ensure that 
absolutely everybody - not just the 
experienced - can get in to the game. 


The create flight section of the game 
is for the more experienced pilots who 
know what they're up to and where they 
want to go. Basically, players can select a 
starting location, a plane and weather 
conditions and can then go flying off to 
wherever they like. This provides players 
with an opportunity to set up their own 
scenarios, which can be saved and flown 
over and over again. 

Stunt Flying 

The Select Flight section of the game 
is broken down into three further 
sections. Most exciting and demanding 
of these is the challenge mode, which 
takes the form of dozens of stunts 
and tasks that players must perform. 
As an example, one requires players to 
fly under the Eiffel Tower upside down! 

As you can imagine, these are all 
far from easy and will prove a stern 
task for even the most experienced 



FLIGHT ’98 OFF E RS P L AYERS TH E CHANCE T Q F LY TO CITIES ALL OVER THE GLOBE. INCLUDING LONDON 




pilots. Those who’re a bit short on air 
miles needn't worry though - they can 
try the far more straightforward 
adventures or practice on a pre¬ 
determined flight: these start players 
off at a set point and requiring them 
to fly from A to B. 

Whilst all the modes of play already 
mentioned have been designed with the 
single player in mind, if friends want to 
hook up via the Internet and take part 
in stunning air displays, or simply want 
to fly around impressing people with 
their skills, then Flight '98 allows them 
to do just that.. 

Plane Crazy 

Unlike most of the combat flight sims, 
which feature just one plane, Flight '98 


boasts eight different ones. Ranging 
from a World War I Bi-plane, through to 
a new state-of-the-art Learjet and 
Boeing 737, each planes offers players a 
completely different flying experience. 

Flight '98 also boasts a staggering 
3000 different airports which players 
can take off from and land at. Each of 
these many airports and their requisite 
cities have been recreated in amazing 
detail, making this one of the most 
visually stunning flight sims yet seen. 

With a useful tutorial section, 
some superb graphics and a greater 
selection of planes and locations than 
is imaginable, Microsoft Flight '98 is a 
classic sim that's not so much a game, 
as an experience and an experience 
that everyone should be a part of. Jon 
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Jcdi Knight: Dark Forces II 

PUBLISHER VIRGIN DEVELOPER LUCAS ARTS PRICE £39.99 RELEASE OUT NOW WEB SITE www.lucasarts.com 


JEDI KNIGHT= 

Dark Forces II 


A long time ago, in a galaxy far far away a software house promised the world 

a follow up to its hugely popular Star Wars Doom clone. Dark Forces. 
Now two years later, LucasArts have finally unleashed Jedi Knight: Dark Forces II. 
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A must for Star Wars fans, 
and with its branching story 
line, a welcome alternative 
to the traditional kill or 
be killed first-person 
shoot-’em-up clones 
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THE ACTING’S A LITTLE ON THE CHEESY SIDE AND THERE’S NO PRINCESS LEIA EITHER. 
BUT IT ALL ADDS TO THE FUN OF THE GAME 


Light or Dark side of the force. This is a 
choice not to be lightly taken - not only 
does it determine how you progress 
through the Stars Wars world but also 
the Force powers that will be at your 
disposal. Make the choice to go with 
the Light Force for example and you 
get an assortment of morally righteous 
weapons and harmless Yodic powers - 
mind persuasion, protection, healing 
etc. Go with the Dark Side however and 
you get to play with some seriously 
cool toys, including the force throw 
which bombards an opponent with 
objects, a Darth Vader death choke, 
lightning bolts, and an exploding force- 
field destroying everything near it! 

The really clever bit, howeve.r is 
that these respective forces grow 
stronger as you use them, the further 
you move into the Dark Side the more 
evil the powers become! These 
powers, whatever side you follow, are 
complemented with an array of natty 
weapons. These include a low power 
Bryar pistol, a rapid fire stormtrooper 
rifle, grenade-style thermal 
detonator, the three barrel imperial 
repeater rifle, a rail detonator (a 
missile launcher to you and me), mines 
and of course the light sabre for use 
in close quarter combat. 

Naturally, for all this to be believable 
the game has to look and feel right and 
here Jedi is close to Quake in its 
capabilities, with sloping floors, lifts, 
transparent river water and opening 


doors. To achieve this texture mapping, 
perspective correction and polygon 
characters are all employed with 
abandon, there’s even video cut 
sequences replacing the briefing 
screens of Dark Forces. This visual 
feast can also be accelerated and 
improved if you have a 3D card! 

As for movement, it's full 3D with 
action going on all around you, including 
above and below. There's even an out- 
of-body mode where you watch your 
character from a distance - useful 
when wielding the light sabre! 

The only disappointment in 
movement and play is that it lacks the 
interaction found in other similar games 
of this class. Sure, you can press buttons 
and talk to Gonk robots, pedestrians and 
other characters but the interaction 
doesn’t seem real and isn't as believable 
as Duke Nukem for example. 

Your destiny 

So is Jedi Knight any good? If you're an 
aficionado of the Quake genre you'll be 
disappointed. The 3D engine, while 
sophisticated by previous standards and a 
whole galaxy better than Dark Forces, 


doesn't seem that much in advance of 
Quake and will be pushed when Quake II 
and Hexen II roll into town. 

What we have here is an interactive 
Star Wars story that you can truly 
immerse yourself in, taking in some 
wonderful visuals and sounds and slaying 
opponents with authentic weapons 
along the way. If you're a Star Wars fan 
(and who isn't!) play it and feel the force 
- you won't be disappointed. Andy 


he long awaited sequel 
carries on from Dark Forces, 
with you playing out the role 
of Kyle Katarn - a rebel - as he fights 
to stop the Dark Jedi Jerca and six 
cohorts from stealing Jedi powers. 

Just like Dark Forces, Jedi is a Doom- 
style, first-person shoot-'em-up, but 
with one or two surprises thrown in 
along the way. For starters, as the fight 
between Kyle and Jerca progresses and 
you move through 30 levels, the decisions 
you make directly determine how the 
rest of the game unfolds and your 
eventual destiny. It employs a branching 
storyline adding a long-term playability 
that was so lacking in Dark Forces. 

A key decision to make is whether 
you should stay neutral or join the 
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Myth: The Fallen Lords 






a 


This is a game of life versus death, 

the ultimate war against the forces of darkness. 
You may have heard it all before, but you haven’t seen it... 


ground to ripple and kill anything 
within range. 


perform; for example your Dwarves 
are useless in water or mud, aside 
from the fact that they soon get up 
to their necks in it! 

Basically the whole engine runs 
really smoothly, though admittedly 
on a P200. What with the 
multiplayer facility as well, players 
will be hooked for ages. There is 
really very little to grumble about 
with this - the Al could have been a 
bit better, sometimes your 
Journeyman finds it a bit hard going 
around units. Also at the edges of 
the map your view can be restricted 
which can be annoying when under 
attack. But other than that this is a 
class game, very challenging, but 
once you have some good tactics and 
make the most of each of your 
units' specialties you should get 
hours and hours out of this. David 


PUBLISHER EIDOS 


he cartoon animated 
graphics at the beginning of 
the game tell the horrid 
story of a time when the undead rose 
to defeat the living. A mighty force 
led by the Fallen Lords have been 
moving northwards crushing 
everything in their path. Players 
command the northern forces in a 
series of tactical offensive attacks to 


protect villages, divert attention 
from other northern attacks and 
wipe out traitors. 

Your mission should you. .. 

Your first task is to protect a small 
village from attack. You have a 
motley crew of troops scattered in 
the area and you must pick off the 
enemy a few at a time. This mission 
requires little more than good 
timing and placement of troops but 
does give you a good idea of what is 
required. Later you control a group 
of archers who are accompanied by 
a Journeyman and a Dwarf. There 
has been a traitor in one of the 
nearby villages and you must find 
him and kill him. The inclusion of the 
Journeyman makes things easier, he 
is a healer and can give more health 
to any of your troops, including 
himself. From here on in you are 
given more troops to organise into 
formations for more effective 
attack strategies. At this point 
though you are greeted by pretty 
much a whole army including 
exploding zombies that cause the 


Take command 

The only thing I can think of that 
relates directly to Command & 
Conquer style games is the selection 
of troops, which makes for a 
refreshing change! Myth uses the 
click and drag technique to position 
men. However it goes one better by 
enabling players to send their 
troops to a desired position in a 
certain formation. 

Gritty realism 

In Myth everything you need to 
complete each level is given to you at 
the start which is very realistic. I tend 
to prefer a more futuristic angle, with 
more in the way of tanks etc, because 
this game is just one big bloodbath 
once you have finished a level. But the 
graphics are stunning and the most is 
made of them with the use of variable 
camera views. The scale and detail of 
the characters are really good, there 
is nothing worse than being in control 
of ants. The lighting too is impressive, 
along with the weather variations 
that affect the way your troops 


PRICE £39.99 RELEASE OUT NOW WEB SITE www.bungie.com/ 





IT IS SUCH A SHAME THAT THIS LOVELY LANDSCAPE ENDS UP AS A VERITABLE BLOODBATH 
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Here we have a 
wargame with no nonsense, 
no fuss, just loads of 
gameplay. Myth provides a 
new warring challenge 
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Close Combat II 

PUBLISHER MICROSOFT DEVELOPER ATOMIC GAMES INC. PRICE £39.99 RELEASE NOVEMBER WEBSITE www.atomic.com 


CLOSE COMBAT II 

Is Close Combat II the best wargame yet seen on the PC? It might just be, 

and Cliff Smith is - as ever - on the case to find out... 





| s one might expect from 
Microsoft, this is a thoroughly 
I impressive piece of work. A 
lot of effort from some very talented 
people has gone into this game, and 
the result is worth seeing. Detailed 
historical information is provided 
throughout the game about all of the 
many different units at your disposal, 
which range from lightly armed 
infantry reconnaissance units to 
Crocodile flame-thrower tanks. 

There are options to play a number 
of different games, ranging from just 
single battles to entire campaigns. The 
dynamic gameplay system means that 
you can go back with reinforcements 
and attempt to capture any territory on 
which you have previously fought and 
lost, and damage sustained by buildings 
and other features of the landscape is 
retained between the series of battles. 

The main command screen gives 
overall strategic control of the game, 
allowing you to bring in limited 
reinforcements between battles, and 
even to customise the forces available 
and the victory conditions. The camo- 
green game interface panels are highly 
intuitive and easy to read, despite the 
fact that they contain a huge amount 
of information, and give you a number 
of ways of selecting and moving your 
troops. The soldiers are commanded 
as units, but each member of the unit 


is an individual character with ratings 
for health, psyche etc. and will 
behave accordingly. 

Final conflict 

My only criticism would be that once you 
have started fighting you are committed 
to using only the units which you have at 
the start. It would have been far more 
interesting, if less historically accurate, 
if you could bring in paratroopers or an 
artillery barrage if things started to go 
pear-shaped. As it stands, one mistake 
made at the start of the battle is all but 
impossible to recover from. This is very 
realistic, but it can be a bit frustrating. 

There is an option for network play 
via a 28.8 or faster modem, and this 
allows conversation between players. 
You know the sort of stuff; 'Hands up 
Fritz !' or 'Vor you Tommy, ze var iss 
over!’ or even your favourite John 
Wayne quotes. Clever stuff, this 
Internet malarkey. 
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This is definitely one of the 
best real-time wargames 
available on any platform, 
both historically interesting 
and fun to play 
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A particularly nice touch is the panel 
showing the record of messages coming 
in from your officers telling you what 
they are doing, which given the 
competence of the Al opponent, is 
normally dying. It is fascinating to watch 
as the tiny soldier sprites advance 
across the screen, eagerly attempting to 


carry out your orders. You can zoom in 
and watch your individual characters 
perform heroic actions, while their less 
fortunate comrades buy the farm. 

All in all, Close Combat II: A Bridge 
too Far is a very good game and one 
which I would heartily recommend to 
any keen real-time wargamer. Cliff 






1 PLATINUM ULTIMATE PC I Issue One 






































_ Sensible World Cup 98 

PUBLISHER ST INTERACTIVE DEVELOPER SENSIBLE SOFTWARE PRICE E39.99 RELEASE OUT NOW WEBSITE www.gtinti.ractive.com 



Sensible Soccer has finally made it back on to our screens 

in one of the best versions of the classic top down footy game ever! 




SENSIBLE SOCCER NOT ONLY ALLOWS PLAYERS TO TAKE CHARGE OF ALL THE TEAMS AT THIS SUMMER’S 


TOP 

100 PC 
GAMES! 





PROCESSOR 

P75 

MEMORY 

16MB 

PLAYERS 1-2 | 

GRAPHICS 

DIRECTX 3.0 


CONTROLS 


VERDICT 


Sensible Soccer World Cup 
‘98 is one of the best 
versions of this classic 
football series that we 
have seen yet! 
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few years ago. Sensible Soccer was, 
and still is, such an icon. 

When it first hit the streets it 
instantly rendered obsolete everything 
that came before it. Most of the time 
when a new game comes out, even 
if it is hailed as the best of its 
type, people always point to 
certain superior elements 
in other similar games. Not 
so with Sensi. It was 
simply out on its own in 
every respect. 

The passing was so 
simple as to be a joy. 

Stringing complex moves 
together became second nature 
after a few plays and from 
then on the possibilities were 
almost boundless. 


Sing when 
you re winning 

The beauty of Sensible's variety of soccer 
was its innate simplicity; graphics were 
neat and compact yet packing heaps of 
character, the sound was perfect - 
general burbling interspersed with the 
odd chant - and everything's controlled 
by one single button - none of this 
separate buttons for pass, lob, shoot and 
everything else business, and on this 
evidence, who needs it? Strength was 
determined by how long the fire button 
was held down and everything else was 
done with aftertouch. Early versions 


likes of World Cup '98, Three Lions and 
World League Soccer '98, Sensible World 
Cup certainly won't win any awards. But 
in the all-important stakes of golden 
playability it's out there on its own, and 
you won't find a better two-player footy 
game without breaking the old Amiga 
out. As with older versions, the appeal of 
the single player mode wanes after a 
fairly short time - far quicker than 
when playing WC 98 for example. On the 
other hand, you’ll be pulling this out of 
the cupboard when your mates come 
round long after those flashier looking 
efforts have been gathering dust in 
redundancy. Welcome back Sensi. How 
we've missed thee! Miles 


weren't without their faults; originally 
the keepers were a bit shite, but they 
were improved in subsequent editions. 
New features were also added in the 
form of injuries and tweaks to the 
already finely tuned gameplay. 


Sensimillia 

Despite all the changes and additions, 
Sensible World Cup comes closer than 
anything else before it to capturing the 
elusive magic of the Amiga Sensi Soccer 
games, though it doesn't somehow 
look as nice. The 3D players 
don't have the same charm as 
their chubby, simply animated 
predecessors. Alongside the 


W 


ome games are fondly 
remembered, having brought 
great pleasure in the past, 
but most should be allowed to stay 
there. A few still stand out and retain 
some of the old playability even now, 
but not many become icons. Not many 
can play as fresh today amid the 
flashing knobs and twirling doobries 
that adorn video games of the late- 
90s. We live in an age where consoles 
wow and PCs simply blow the mind, 
awash as they are with games of such 
complexity, both graphically and in 
their playability, that hardly anyone 
would have believed it possible just a 
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Incoming 


PUBLISHER RAGE SOFTWARE 


DEVELOPER RAGE SOFTWARE 


PRICE £39.99 


RELEASE OUT NOW 


WEB SITE 


co.uk 


Rage's new arcade shoot-'em-up certainly looks the dogs, 
does it deliver red-hot gameplay? There's only one way to find out... 


IT S POP ART ROY LICHTENSTEIN—STYLE ALL THE WAY AS YOU OPEN FIRE AND WATCH A HUGE 
PL UMING 8 L AMM! ! !!! SCR E AM ACROS S T H E SCREEN WHILST THE BADDIES BO flflWN WAIIINR 


SELE CT E D MISSION S PUT YOU IN THE ENEMY’S CRAFT - COMPIETE WITH POWERFUL I ASFRSI 


About to arrive 

Incoming features two main modes of 
play. The first comes in the form of an 
’Arcade' game, which gives you the 
opportunity to fly a variety of craft 
from helicopters to the more futuristic 
alien ships, armed with powerful lasers. 
The objective in these missions is to do 
nothing more than wipe out anything 
that looks like it’s going to cause harm 
to you. More dictated and tactical 
gameplay comes when choosing either 
'Campaign Action' or 'Campaign Tactics’. 

In your first challenge, your mission is 
to shoot down incoming alien ships using 
a gun turret and once completed you can 
move into a helicopter where, 
as well as picking off 
wandering alien craft, you are also 
required to use your way-point 
marker to make pick-ups, defend 
your own vehicles, blow up bases and 
so forth. Some games even put 
you on the ground 
in a tank or in 
advanced alien 

craft with superior firepower 
and aerodynamics. 

A kind of Red Alert style game is also 
seen in the 'Campaign Tactics' mode. 
Where the other parts of the game are 
from a first-person view, these selected 
sections also have you looking from a 


top down perspective, clicking on your 
defensive structures, and then selecting 
the enemy to be wiped out. This is a 
good idea in principle, but, within a game 
of this type it seems a little strange and 
hasn’t been pulled off in the best of 
ways. Nice try though. 

To make the most of Incoming, it's 
really advisable that 
you hook up some sort 
of game pad. Playing 
with the keys or a 
mouse doesn't allow 
you to target the 
enemy very well. 

Having said that it's 
not even perfect with 
a controller. The 

control method is one thing which 
could have improved the game a lot. 
along with the third person view 
which makes targeting the enemy 


very difficult. It's also a lot easier for 
you to destroy your own buildings, 
instead of your opponents, although it 
has to be said, it's quite fun seeing tall 
buildings come tumbling down like a 
massive demolition. Also, crashing 
isn't at all realistic. Okay, so it's an 
arcade game, but it’s taking it a little 


too far when you can ram your craft 
into structures and bang landscapes 
at will. 

To be honest, if it didn't look so 
good, Incoming would never have 
immersed me in its environment. Don't 
get me wrong, there are no major 
faults with the arcade gameplay, but 
it's the great graphics and awesome 
animation which take a lot of beating. 

Much of the satisfaction comes 
from shooting down a flying saucer and 
watching it descend, split apart and 
explode. Then, just as you think it's all 
over, another wave of aliens attack. 

The great thing about Incoming, is that 
Ginger Spice never even gets close to 
singing! Independence Day eat your 
heart out! Simon 
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If you’re looking for one 
reason to by a 3D 
accelerator card. Incoming 
could well be it! Well 
worth checking out. 
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f, like me, you’re the kind of 
person who prefers to cut out 
the crap and just shoot, 
Incoming will make the perfect addition 
to your games collection. Aliens have 
invaded and it’s your job, using a variety 
of high powered fighting machines, to 
make them suffer. Oh boy is this job a 
good one! 
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Formula 1 97 

PUBLISHER PSYGNOSIS DEVELOPER BIZARRE CREATIONS PRICE £34.99 RELEASE OUT NOW WEBSITE www.psygnosis.com 






want to play the whole of the 1997 
season you can, and we are not just 
talking a token number of laps either. 
You can have the full sixty minutes 
practice session plus the twelve lap 
qualifying round and then the full 
length race if you so wish. Add 
variable weather conditions, the full 
penalty flag system, tyre wear, fuel 
depletion, failures and damage and 
you have a racing simulation parallel 
to none. The only trouble is, it is 
damn tough with all these options on. 
If you do manage to get closer to the 
front of the grid than twenty 
seconds, you will have to drive like a 
maniac to move up the field. So the 
best thing to begin with is not to 
have all the options on. For those 
that find it hard anyway there are a 
few kind options such as steer assist 
and brake assist that help you out 
quite considerably. 

Criticisms 

These aesthetic elements in the game 
are excusable and we are lucky there 
isn’t anything more major to complain 
about. Other niggles perhaps would be 
that the acceleration of the cars when 
using keys in automatic gear mode is 
far too abrupt, making the driver look 
like a learner twenty lessons before 
his test. This is not noticeable when 
using a joypad or steering wheel, so 
bear that in mind. 


You want realism? 

Psygnosis have really pulled the stops 
out with the game options. If you 


Compared to other racing games 
in general, the 3DFX version is 
maybe not as good looking as 
Redline Racer, and the physics 
engine, although very good, may not 
match up to the realism offered by 
Papyrus' Grand Prix Legends, with 
its gyroscopic three dimensional 
effect that alters how the car 
reacts to track elevation and speed 
changes. In a head to head with Ubi 


Soft’s FI Racing Simulation, I 
reckon Psygnosis come out on top. 
Mainly down to the game's 
versatility and the fact that it uses 
the 1997 stats rather than those 
from 1996. Formula 1 '97 is currently 
the best racing simulation of its 
kind, but with Jeff Crammond 
currently working on Grand Prix 3, 
who knows how long it will stay in 
pole position? David 


his game was, and still is a 
great title. Based on the 1995 
season, Formula I provided a 
decent challenge to any budding 
driver. Though the graphics weren't 
as hot as they are today, the tracks 
did look correct, with all the right 
buildings in the right places. 
Unfortunately though there wasn't a 
split screen option, which meant it 
lost out on some serious multiplayer 
action. The major complaint though 
was the fact that there wasn't much 
difference between Grand Prix and 
Arcade modes. Thankfully, it looks like 
that was the first thing Pygnosis 
decided to correct. 


FORMULA 1 ‘97 


The sequel to Psygnosis' Formula 1 is a marvel of a game. 

With the new season well under way, 

this is your chance to relive last year's championship. 
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Ultimate Soccer Manager ‘98 _ 

PUBLISHER CENOANT DEVELOPER IMPRESSIONS PRICE £39.99 RELEASE OUT NOW WEBSITE www.sierra-online.co.uk 



Championship Manager 2 tops the table of football management sims, 

but can Impressions kick it into touch with the latest version of USM ? 



Training Type 


Hominy 


[Heter 


Rmay Match - Mansfield Town - Leapt 




I hampionship Manager 2 is has 
been dominant for the last 
three years, finally though, 
someone has come up with a game 
that can match Eidos’ best-selling 
title stride for stride and goal for goal. 
That someone is London-based 
development studio, Impressions. The 
lads at Impressions don’t like being 
runners-up, and the challenge with 
Ultimate Soccer Manager '98 was to 
come up with a game that had the 
beating of its illustrious rival. 


You're the gaffer 

USM '98 gives players the chance to 
manage or coach a football club. 
Coaching involves matters such as 
picking the side, dealing with player 
contracts and training the team, whilst 


being a manager also entails balancing 
the books through the setting of ticket 
prices and selling of sponsorship. 

Football sans frontiers 

Players can pick any team from a 
cross-section of European leagues. 

This gives players more freedom to 
move around during their career from 
country to country. 

As USM '98 is set within a virtual 
stadium, the various parts of the 
game are themed around different 
locations. From here it’s also possible 
to try and rig matches through brown 
paper bag deals, although this can be 
an extremely risky business and is 
best left until sheer desperation sets 
in as anyone getting caught will be 
signing on quick enough. From the 
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A football management sim 
right out of the top drawer. 
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Championship Manager 2 
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boardroom player searches and 
scouting missions can be conducted, 
as well as transfer deals. With a huge 
database of players, it would have 
been easy for the game's transfer 
system to get bogged down by the 
sheer numbers, but USM '98 sports a 
useful customisable search engine 
which allows players to find exactly 
the kind of player they want with 
relative ease. Signing a player is a 
different matter though. Several 
stages of negotiation need to be 
completed before a player can be 
bought, the whole procedure often 
taking a couple of weeks. 

Flick to kick 

Looking at each team’s squad, the 
first thing that hits home is that the 
game features all the real players 
with accurate stats. The mark of a 
good football management game lies 
not just in how well it plays, but in its 
level of detail. There’s ten viewable 


stats for each player, of which the 
main ones are goalkeeping, tackling, 
passing and shooting. Whilst the 
stats in CM2 were relative to each 
individual's hidden potential, the stats 
in USM '98 can be taken at face value. 

USM '98 features an advanced 
tactical editor which gives players 
complete control over the formation 
and positioning of each of their players 
and allows them to create their own 
special set plays formations to suit 
their own style of football. 

The Gulls are going up! 

To sum up, Ultimate Soccer Manager 
'98, with its six leagues running 
concurrently, accurate player stats 
and excellent match engine is right up 
their with Championship Manager 2 as 
the best football management game 
around. There's plenty of challenge, 
lots of scope, enormous detail and 
thousands of the stats that football 
fans seem to love so much. Jon 
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__ Team Apache 

PUBLISHER MINDSCAPE DEVELOPER SIMIS PRICE £39.99 RELEASE OUT NOW WEB SITE www.team-apache.com 


TEAM APACHE wdfST 

This exciting game, the latest from flight simulator specialists Simis, 

is the closest you can get to flying the Apache AH-64a combat helicopter 


rom the moment you start 
installing Team Apache, you 
can tell it is going to be a great 
game. It has one of the longest install 
times I have yet encountered, and by 
the time it has finished, it will have filled 
up nearly a quarter of a gigabyte of 
your hard disk with some of the most 
advanced graphics and flight dynamics 
you have ever seen. Once the install is 
over, you are treated to an intro movie 
sequence which I had to watch twice 
before I could be sure it was computer 
animation - it's that good. With a build 
up like that the game had better be 
something really special, and thankfully 
Team Apache does not disappoint. 

You’re in charge 

Team Apache offers the most realistic 
simulation ever of the formidable Boeing 
AH-64a attack helicopter. In fact I would 
have to say that it is one of the best 




single aircraft flight simulators of any 
kind that I have ever seen. However, it is 
more than just a flight sim. Although it 
has the usual 'jump right in' Instant 
Action option for arcade-style fun, one 
of the areas in which Team Apache 
scores over its few rivals is in the 
campaign set-up, because it is also a 
highly absorbing tactical wargame. The 
Campaign option puts you in command 
of a squadron of Apaches in a combat 
situation, and you have to take care of 
all the details of running that squadron. 
You will have to ensure troop morale, the 
availability of spare parts and keeping 
your helicopters well maintained, as well 
as planning and executing complex 
missions on a real-time interactive 
battlefield. Don't worry though. You may 
be the commander, but you still get to 
fly the helicopters! 

Quick study 

Since you've probably never flown a 
combat helicopter before, the game 
includes a thorough and well designed 
series of six training missions, set on a 
US military base in Utah, which will 
take you through the fundamentals of 
waypoint navigation, targeting, and 
basic tactics, amongst other things. By 
the time you have finished you will be 
able to tackle the campaign missions 




THERE’S mm ME QUITE LIKE RIDING A BIG POWERFUL-CHOPPER, 




with some confidence. The other 
option is to fly Combat Missions. This is 
similar to Instant Action, but you have 
total control over the type of mission, 
with eight profiles to choose from as 
well as three difficulty settings. You 
can select the mission start time and 
set the weather conditions, again with 
eight choices. When you have set up a 
search-and-destroy mission, in a 
storm, at night, you suddenly find 
yourself having a lot of respect for the 
men and women who fly these things 
for real! It is this kind of versatility 
which makes Team Apache really stand 
out ahead of its competitors. 

Feet and inches 

Worthy of mention is the superb 
mission creator. If being able to fully 
configure the missions in the main game 
was not enough, here you can let your 


imagination run riot and create your 
own custom made missions complete in 
every detail, either to challenge yourself 
or to annoy the hell out of your friends 
in network mode. Team Apache has a 
full suite of network options, including 
Standard Deathmatch, Team 
Deathmatch, Team Base Attack, and 
Convoy Defence/Attack. Up to six people 
can play online at once over a local 
network or the Internet, either in teams 
or against one another. There are 
options to configure all aspects of the 
multiplayer game. I don’t have space 
here to go into all the other great 
features of this superb game, but I have 
no hesitation in recommending it. 

All in all, Team Apache is a very 
complete package, with enough 
options to satisfy even the most 
pedantic player, and that new-car 
smell of a real quality game. Cliff 


TOP 

PROCESSOR 

1 

PUi 

inn nn 

MEMORY 

32MB 

100 PC 

PLAYERS 

1-6 

GAMES! 

GRAPHICS 

D3D CARD SUPPORT 

UltimtePC 

CONTROLS KEYS. MOUSE & JOYSTICK 




With state-of-the-art 
graphics and dozens of 
player options, this is going 
to be the yardstick by 
which all other helicopter 
sims are measured 
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Dark Omen _ 

PUBLISHER ELECTRONIC ARTS DEVELOPER SSI PRICE £39.99 RELEASE OUT NOW WEB SITE www.ea.com 


DARK OMEN 

Shadow of the Horned Rat had potential but was never fully realised, 

can Electronic Arts get it right second time around with Dark Omen? 





graphics and underneath all 
the real-time action where was 
the strategy? Build more 
tanks than the opposition and 
the chances were you'd win, no matter 
how you went about achieving your 
goal. For those who wanted a real-time 
wargame where things such as troop 
positioning, experience and line-of- 
sight could influence the outcome of 
each battle, Shadow of the Horned Rat 
was a much tastier proposition. The 
only snag was that it was too damn 
hard! Forget a learning curve, or 
progressively more difficult missions, 
Shadow of the Horned Rat threw 
players straight in at the deep end and 
often left them floundering for breath 
as they drowned in an oncoming sea of 
ores and goblins. This problem with the 
difficulty is just one that the 
developers of Dark Omen, SSI, have 
tried and succeeded in addressing. 

Players are once again cast as 
Commander Bernhadt, leader of a 
small mercenary army. At the 
beginning of the game this army 
consists of just three units, but as 
players progress more units will 
offer their support. Come the end of 
the game players can have in excess 
of fifteen different units at their 
disposal. These units 


range from mortars and archers 
through to infantry and heavy 
cavalry and each has its own 
strengths and weaknesses. 

With an Undead army marching 
across the Warhammer world 
wrecking havoc as they go, it’s up to 
Bernhadt and his men to halt their 
advance and return them back to 
the grave. This is achieved through 
fighting and winning a number of 
real-time battles which are strung 
together to form a campaign. Set in 
lusciously detailed, 3D environments 
these battles are fought in much 
the same way as in the original (and 
in a similar fashion to Myth) with 
players marshalling their troops 
around the battlefield in an attempt 
to gain an advantage over the 
enemy and then 'crush them', as 


I Ithough it never came close to 
matching the legendary 
• status of Westwood's 
Command and Conquer, for some 
people SSI's Warhammer: Shadow of 
the Horned Rat was a more appealing 
title. CSC was undoubtedly an 
excellent game, but 
behind the 


Bernhadt likes to say! Unlike in CSC, 
where superiority of numbers 
counted for more than any strategy 
or tactic, in Dark Omen players have 
to develop and master a wide range 
of different strategies if they don't 
want to join the walking dead! 

Players control their units in battle 
via a small control panel at the bottom of 
the screen. From this panel players can 
hand out orders to their troops such as 
move, engage (hand-to-hand, or with 
missiles) and retreat. It's simple and 
intuitive and gives players complete 
control over their troops' actions. The 
only thing I would say is that the retreat 
and engage buttons are badly positioned 
side-by-side. In the heat of battle it's all 
too easy to accidentally press the retreat 
button which can throw your whole 
battle strategy out of the window. 
















Dark Omen | 



Learning how to make the most of 
each unit's strength and how to 
protect them from their weaknesses 
is an important key to success on the 
battlefield. For example, placing 
archers on high ground extends their 
firing range and gives them a good 
view of the battlefield. Unfortunately, 
they are weak in hand-to-hand 
combat and so need to be protected 
by infantry, or cavalry. 

It’s equally important for players 
to be able to see and hear exactly 
what is happening on the battlefield 
at all times. Dark Omen uses a free 
floating camera which players can 
move around and pan in and out with 
as they please. Due to the large size 
of the battle maps though, even 
when panned out the camera doesn't 
give a complete view of the 



battlefield. As a battle starts to 
unfold, it’s important for players to 
have quick and easy access to each 
of their units. Dark Omen delivers 
this through a number of shields 
which appear at the side of the 
screen when units are off-screen. 
These shields are emblazoned with 
each unit's insignia, so that players 
know exactly which unit it 
represents. Double Clicking on a 
shield will centre the camera view 
straight on to that unit, helping 
players to cut down the time 
consuming business of trying to find 
where their units are. Even with 
these shortcuts to each unit, it's 
impossible to see everything that 
goes on throughout the course of a 
battle. Fortunately, audio messages 
of all important incidents are 
relayed to the player through the 
leader of each unit so that they 
don't miss out on anything. 

No matter how good a General a 
player is, it's inevitable that they'll 
suffer casualties at some point in the 
game. As the troops left from one 
battle are carried on in to the next, 
it's important to replace any 
casualties immediately. To help cover 





the cost of this, players are awarded 
cash at the end of each successful 
fight. Although this sounds fairly 
straightforward, should players suffer 
too many casualties in a particular 
battle, they may not have enough 
money to get all their units back up to 
a full compliment. This obviously then 
makes the next battle harder to win 
In terms of multiplayer options, 
Dark Omen supports Internet, direct 
modem-to-modem and network, 
although the one player game is 
strong enough in itself to keep players 
engrossed for a long, long time. Jon 
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the original game, 
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Starcraft 


PUBLISHER CENDANT SOFTWARE DEVELOPER BLIZZARD ENTERTAINMENT PRICE £34.99 RELEASE OUT NOW 


Following on from the success of Warcraft I and II, 

Blizzard Entertainment move on to a new frontier with the release 
of their latest real-time strategy title, StarCraft. 




Lost in space 

The one thing that I prize above all 
other qualities in a game is originality, 
and frankly I had given up all hope of 
ever finding it in an RTS type game. 
There are so many of them on the 
market, and there are so few new ideas 
to go round, that they all end up looking 
and playing pretty much alike. I would 
defy anyone except the developers to 
distinguish at a glance between Dark 
Reign , Dark Colony and Total 
Annihilation. StarCraft however, is a 
different kettle of fish entirely. While it 
has all the features you have come to 
expect from the higher end of the RTS 
genre, such as high-res animated 


TH E THRE E DIFF E R E NT RACES HAV E TH E IR OWN UNIQUE APPEARANC E. AND THEIR OWN VERY DIFFERENT TECHNOLOGIES, THE RESULT IS A SUPERBLY BALANCED RAMF 


Q amn! Damn! Damn! I just knew 
this would happen! A few issues 
back I said that if I was ever 
given another real-time strategy game 
to review I would chuck it straight in the 
bin and give it the world’s first negative 
score. Well, StarCraft from Blizzard 
Entertainment is quite definitely a real¬ 
time strategy game, and I am grudgingly 
forced to admit that I have become quite 
hopelessly addicted to it. 


vehicles and buildings, genuine 3D 
terrain and line of sight/fog of war, it 
also has an internal consistency and 
what, for want of a better word, I would 
have to call charm, all of its own. From 
the moment you start the game, you 
find yourself becoming immersed in an 
unfolding story of war, intrigue and 
betrayal spanning entire planetary 
systems. The animated characters take 
on a life of their own, and their 
personalities start to grow on you. 

Many games attempt to fill out the plot 
with FMV sequences and cut-scene 
animations, but few do so with the 
same style and elegance as StarCraft. 
The quality of the computer animation 
in the end of level movies would not 
look out of place in a major feature film. 


Alien III 

And then there are the aliens. In most 
RTS genre games, the only thing which 
distinguishes one side from another is 
the colour of the tanks they can build. 
In StarCraft there are three distinct 
races, each with their own unique and 


very different technologies. The game 
is divided into three parts each of ten 
missions, which are played in order so 
that you get to fight the war from the 
viewpoint of all three of the races 
involved in the game. 

First you have the humans, or 
Terrans. Descendants of convicts and 
mutants exiled from Earth, the colonists 
of the Koprulu Sector have formed 
themselves into a number of competing 
factions, chief amongst which is the 
Confederacy. There are also numerous 
rebel groups such as the Sons of Korhal 
who battle against the Confederacy's 
tyrannical rule. The appearance of two 
technologically advanced and warlike 


alien races will force the Terrans to put 
aside their political differences and fight 
for their common survival. Terran 
technology is not as advanced as their 
alien foes', and the core units are 
Marines in powered armour, heavy Siege 
tanks, and SCV construction vehicles. It 
is presumably no accident that you play 
the Terran missions first, as the style of 
play is closest to the majority of other 
RTS titles you may have tried. You build a 
base starting with a mobile construction 
vehicle called an SCV, and work your way 
up to specialised research stations and 
vehicle power-ups. The resources for 
your constructions come in the form of 
Vespene gas and mineral deposits, which 
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made from this crystal. The Protoss 
have the most powerful weapons, but 
this is offset by their relatively slow 
build. All three races have their own 
unique appearance, and their respective 
units all look and behave radically 
different from each other. 


must be collected and processed. The 
element which sets the Terran forces 
apart is the ability many of their 
buildings have to uproot and fly to new 
locations.Bug fixer 

Once you have completed the Terran 
missions, you move on to the insectoid 
Zergs, and things are suddenly very 


different. Whoever was responsible for 
designing the Zerg race deserves a 
Nebula award (the sci-fi equivalent of 
an Oscar), because they are the most 
convincingly alien species I have ever 
seen in any game, equal to anything 
Larry Niven has ever dreamt up. The 
Zerg 'base' is a hive colony built around 






a central hatchery which produces the 
larval stage of the Zerg life cycle. These 
larva can be forcibly mutated and 
metamorphosised into the various 
other structures and creatures which 
make up the colony. As the colony 
spreads, it covers the ground with a 
carpet of slimy bio-matter, upon which 
other structures can be built, like giant 
organs in the body of a living creature. 
As new structures appear, you gain 
access to new genetic mutations to 
improve the effectiveness of your 
creatures and the security and 
productivity of your colony. The abilities 
and attack forms of the Zerg creatures 
are very different from the Terrans, 
and you will have to re-think your 
tactics to match this. 

Tomorrow people 

Finally, you move on to the enigmatic 
Protoss, a highly evolved and 
technologically advanced humanoid race, 
with powerful psionic abilities. The 
Protoss are conservative in nature and 
consider themselves to be the stewards 
of galactic civilisation. The structures of 
a Protoss base are powered by a form of 
psychic energy linked to their racial 
religion, channelled through special 
crystals found only on their home world. 
All the Protoss base structures must be 
built within a certain radius of a pylon 


I would be derelict in my duties if I 
did not mention the superb campaign 
editor included with the game. It is 
probably the best designed level editor I 
have seen for a game of this type, with 
a large map window, an Explorer-style 
interface for selecting what to put 
where, and a very professional overall 
appearance. All the graphics used in the 
game are available to use, and there is a 
list of options for scenario goals and 
parameters, as well as trigger points 
for enemy units and sound effects. 

Blimey! 

All in all, I would put StarCraft firmly 
into the top five RTS titles, up 
alongside Total Annihilation and Dark 
Reign. Graphically it looks superb, 
easily equal to any of the others, and 
for sheer playability it is certainly 
hard to beat. Combined with the 
brilliantly conceived alien races and 
the involving storyline, StarCraft 
deserves to be a best-seller. Cliff 


TOP 

PROCESSOR 

PI 66 

inn nn 

MEMORY 

16MB 

100 PC 

PLAYERS 

1-8 

GAMES! 

GRAPHICS 

SVGA or 3DFX 

UltmStePC 

CONTROLS 

KEYS AND PAD 


For playability, style, 
graphics, and the all- 
important originality, the 
excellent StarCraft is in the 
premier league of real - 
time strategy games 







































Blade Runner 


PUBLISHER VIRGIN INTERACTIVE DEVELOPER WESTWOOD STUDIOS PRICE £44.99 RELEASE OUT NOW WEBSITE www.westwood.com 


BLADE 



Los Angeles: 2019. The world of Ridley Scott's cult movie 

comes to life in Westwood Studios' new title. 




I ve been looking forward to 
this game coming in for the 
\ past two months, ever since I 
did the preview of it in Issue 2. The 
rolling demo which we featured on the 
cover disk of that issue gave us all a 
taster of what to expect, but left us 
hungry for more. Well, here it is, and, 
believe me, it's good. Better than good, 
in fact, it’s brilliant. Right from the 
opening sequence the game captures 
perfectly the atmosphere of the film 
on which it is based, and every 
meticulous detail serves to reinforce 
this. The rainswept streets, the 




permanent twilight, the slowly turning 
fans with lights behind them - 
everything is there and looking just 
right. You enter the broken down, 
retro-fitted future of Blade Runner, 
and almost at once you feel right at 
home there. 

The real thing 

You play a character called Ray McCoy, 
a rookie in the replicant Detection 
division of the Los Angeles police 
department: a Blade Runner. You start 
the game with what seems like a 
routine investigation of a multiple 
animal murder, but it is apparent that 
replicants are involved. Your 
investigation soon turns up a number 
of clues which link this crime to 
several other different cases, and 
before long you are hunting rogue 
replicants loose in the city. Each 
location you visit may hold clues or 
not, and some of those clues may be 
red herrings - it's up to you to decide. 

Look at that 

The quality of the graphics is so high 
that it is hard to believe you are 
seeing real-time rendering. The 
drifting steam and the dynamic 
lighting from the flickering neon signs 
are all so natural that they are not 
instantly noticeable. But when you 
look at the reflections in the puddles, 
and the splashes from the ever¬ 
present rain, or the people moving 
about, you realise just how much 
animation you are actually seeing on 
the screen. The majority of the 
scenes are viewed from a fixed 



camera angle, but when McCoy moves 
from one scene to another, the 
camera follows him, and the true 3D 
nature of the scene is suddenly 
apparent, and you see why it needs 
150mb of free hard drive space. As you 
move through the various locations, 
the feeling of being in a real world is 


quite eerie. You find yourself looking 
at the many other people walking 
around the streets to see if any of 
them resemble your suspects. In fact, 
since you can talk to just about 
anyone you can see, and you never 
know who may be connected with 
your case, this is not a bad idea. 





















Ora tora 

Sorting out the information you 
gather as you move around the city 
would be an almost impossible task 
were it not for your Knowledge 
Integration Assistant, or KIA for 
short. This acts as an inventory 
system and enables you to sort out 
which clues relate to which crimes, 
where they were found, and hopefully 
what they all mean. The KIA is just one 
of the futuristic gadgets at your 
disposal. The others might be more 
familiar to fans of the movie. You get 
to use the Voight-Kampff testing 
apparatus, which tests the emotional 
reactions of suspected replicants, and 
the ESPER machine, which analyses 
photographs and video disks and can 



THESE ARE STILLS FROM BLADE RUNNER THE 
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pull usable details out of even the 
most blurred image. This particular 
toy is one of the most fascinating 
parts of the game. The sound and 
appearance are exactly the same as 
the device in the film, and you can 
spend ages just playing with it. 

Early retirement 

These gadgets are not just gimmicks, 
they are vital tools without which you 
would have little chance of solving the 
case. Like the Spinner, McCoy's VTOL 
flying police car, which serves as your 
main mode of transport in the huge 
city, the various elements of 
futuristic technology are woven 
seamlessly into the plot of the game, 
and after a quick read through the 



HE. NQT THE MOVIE. GOOD AREN’T THEY? 


excellent manual and about ten 
minutes of playing time, using them 
seems very natural. The whole user 
interface of the game is totally 
intuitive and a pleasure to use. You 
click where you want McCoy to go, and 
he walks there. Click again and he 
runs, click again and he sprints. Right 
click, and he draws his gun and the 
mouse cursor becomes an aiming 
reticule. Everything is simple, but that 
is always the hallmark of good design. 
This is not just another point-and- 


click adventure, it really is a new type 
of game altogether. There is enough 
material on the four CDs of this game 
to keep you utterly absorbed for 
months, and it doesn't stop there. The 
games' Al reconfigures itself each 
time you start a new game, so each 
time you play you will have to solve a 
different case. This means that the 
game is almost infinitely playable. All 
in all, this is a superb adventure game 
which will appeal to almost anyone, 
and not just fans of the movie. Simon 



Issue One I PLATINUM ULTIMATE PC | 
























X-Files ___ 

PUBLISHER FOX INTERACTIVE DEVELOPER FOX INTERACTIVE PRICE £39.99 RELEASE OUT NOW WEB SITE www.foxinteractive.com 


X-FILES 

If you're a fan of the show, chances are you’ll go out and buy it anyway, 

but for those of you who have been waiting for the review and really 
want to know what the X-Files game. Trust no other magazine... 




how many other American television 
stations. You wouldn’t imagine how 
many filthy looks I received, but hey 
it was all legit and we're ULTIMATE PC. 
Well, ’nuff said! 

Anyway, enough talk of stars mixing 
with each other, onto the review... 

On the case 

If you read our preview of The X-Files 
two issues ago, you’ll already be aware 
that when unpacking the box, you 
won't just find a single CD, but seven. 
The reason is that this is no average 
platform, strategy or first-person 
shoot-’em-up. Why? Well, 'cause it’d 
be bloody stupid, that’s why! No, 
instead Fox have decided to make the 
game more of an interactive episode, 
incorporating lots of full motion video 
(FMV), and that's the reason for the 
large number of CDs. Sadly though, on 
most of these CDs you don't get to 
see the two main stars of the TV 
series, Mulder and Scully. Instead of 


playing as the investigative duo, the 
entire plot of the game is based 
around the disappearance of these 
two FBI detectives, and after an intro 
sequence which shows Mulder and 
Scully being shot at, it's your job as 
detective Craig Willmore to track 
them down, as they have strangely 
disappeared into thin air. 

How it works 

You’re perhaps wondering how the 
game actually plays, and are slightly 
curious about the mention of lots of 
full motion video? How interactive is it 
exactly? Well, the game works in a 
similar way to that of Black Dahlia, in 
that interactive still images are linked 
together by full motion video scenes. 
However, the difference with theX- 
Files game is that all of the still image 
photography has been shot on 
location, instead of being adapted 
from existing photographs to 
fit the needs of the game. In some of 


the more heated situations players do 
get the opportunity to interact with 
footage, and this is seen most in the 
shoot-outs, where you are required to 
pull out your gun and hit the bad guys 
before they get you. 

Locating items within the still 
images is made easy through 
different animations. If you are able 
to look at something, an eye will 
appear. If you are allowed to talk 
with someone, a mouth will pop up, 
and for opening doors and so forth, 
there’s another symbol. 





JUST LIKE THE SHO W. THE GAME FEATURES PLENTY OF DRAMATIC SEQUENCES WHICH ENSURE THAT YOU JUMP OUT OF YOUR SEAT. I CERTAINLY DID.. 
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t this year's E3 show in 
Atlanta, I was fortunate 
enough to meet Gillian 
Anderson. However, the best part of 
the whole event wasn't exchanging 
smiles, winks and telephone numbers 
(maybe not, eh!) with the FBI goddess, 
but managing to blag my way to the 
front of a huge queue of fans who had 
been waiting for three 
Jiours to get her 
autograph and 
■ another massive 
Mine of press, who 
included CNN, Fox 
5 and God knows 
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When you do enter a conversation 
with a character, most of the time 
you are required to click on each 
question or comment to progress on, 
but in other selected situations you 
can choose the way you phrase a 
comment, which - although it's a nice 
touch - could have done with being 
implemented a lot more to make the 
game constantly turn in different 
ways due to the player’s decision. 

Still, the job that Fox has done isn't a 
bad one, which is more than can be 
said for some adventure games seen 
in the past. Characters do get angry 
if you ask them the same question 
twice, but if you say the same thing a 
third time, you'll receive the same 
response as the second - and it 
doesn't really seem to affect their 
future behaviour with you. 

Pen and paper 

Just like a real FBI agent, every now 
and again you will be required to grab 
a pen and piece of paper to jot down 
notes. This could have been made into 
a very good feature of the game, but 
sadly here it just doesn't make any 
sense. For example, to enter your 
computer, you must seek and jot 
down its password. Of course, you 
wouldn't know it anyway would you? 
Possibly one of the most annoying 
features comes when using your 
mobile phone. Throughout the game, 
lots of contact numbers are thrown 
at you, some of them important to 
your progression through the game. 


So, would it have been that difficult to 
allow you to store these in your 
phone's directory, of which there are 
already several entries for colleagues 
and businesses? I think not. But, for 
some reason, you are unable to. 

Some items which you are issued 
with when you start the game prove 
more useful than others. 

Identification is required quite often 
when approaching citizens or cops 
who think you're a nobody, sticking 
your nose in where it’s not wanted. 

The personal digital assistant (PDA) is 
also important, checking your email 
when out and about and allowing you 
to travel around without having to 
find your car. In addition, there's also 
a lock-pick, gun, torch, night vision 
glasses, binoculars and handcuffs to 
be found in your inventory once you’ve 
picked them up from the office. 

I need help 

It’s inevitable that at some point in 
the game you're going to find yourself 
stuck. There are a few ways to gain 
hints. The main one comes in the form 
of the game's artificial intuition - a 
small blue light at the top right of the 
screen which will light up offering 
images of close locations, people or 
items to visit or contact. However, 
these pictures only come once you’ve 
come close enough to the actual area 
in which they're situated. This helps a 
lot and allows you to move quickly 
throughout the game, although you 
can turn it off if you like, to provide 




more of a challenge. A piece of leather 
is advised for this approach! 

Another route is to take a trip 
back to the office and ask for a little 
help from the good old big cheese, 
Armistead Shanks. He won't reveal too 
much, just suggest that you haven’t 
finished in a certain area and then sit 
back in his chair, twiddling his thumbs. 

Unfortunately, if you don’t look at 
a certain picture, open a cupboard or 
chat to someone for long enough, it 
can leave you stuck in the same spot, 
so thinking like a detective and 
scouring an entire location for clues 
and evidence is vital in order to enable 
you to move on through the game. 

Heart-thumping 

The suspense, excitement and twists 
and turns of the TV series are captured 
brilliantly in the game. Music plays a 
major part. A deep scary tune may not 
only indicate that a new piece of 
evidence is just around the corner, but 
in another part of the game may also 
warn you that an encounter awaits. 

FMV sequences can sometimes also 
quickly cut to the playing mode where 
quick reactions are required to escape 
from a deadly situation. They really 
are very good and I was terribly 
thankful for the Save Game option 
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which proved very useful. When night¬ 
time comes, it's always a good move 
to skip out of the game for a second 
and save where you are. 


For non-X-Files fans 



It really doesn't matter whether you’re 
a fan of the show or not - if you're in 
search of an exciting adventure game, 
X-Files makes a brilliant buy. 
Admittedly, if the video footage wasn't 
directed and acted by the professional 
team who put together the TV series, 
it's doubtful that I would have 
appreciated it as much. But the way 
the whole game works - interactive 
areas which are sometimes animated, 
varying reactions brought on 
due the player’s choice of 
sentence, thrilling and 
tense interactive sections 
and overall intense 
atmosphere - should 
definitely be noted by 
everyone, not just those 
who enjoy the show or 
fancy Gillian Anderson. 

And for those of you 
who don’t miss an 
episode of the X- 
Files and own a PC - 
well, what are you 
waiting for? 


VERDICT 


Don’t worry if you’re not 
an X-Files fan, if you’re 
in search of a new kind 
of adventure game, you 
won’t go wrong with this 
- trust me! 
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PUBLISHER EIDOS DEVELOPER LOOKING GLASS STUDIOS PRICE £39.99 RELEASE OUT NOW WEB SITE www.lglass.com 


FLIGHT UNLIMITED 11 

Seriously into flying? Need a bit of practice 

in flight planning and navigation? Look no further... 




I definitely have a soft spot for 
a good flight simulation. Mind 
I you, I did get a little worried 
when I found out that Flight Unlimited 
II didn't have any weapons whatsoever 
(I like nothing better than getting 


some poor fool in my gun sights and 
blowing the living stuffing out of 'em!). 
But having already heard some very 
good things about the first one, I gave 
it a good going over - and was 
pleasantly surprised with the results. 



Although Flight Unlimited II has no 
guns, what it does have to is several 
thousand square miles of amazingly 
detailed texture-mapped land mass, 
with fully accurate runway layouts for 
every airport in the area, from small 




uncontrolled runways to huge 
international airports, and a slice of 
aviation history in the way of five 
very different aircraft. 

Pick a plane, any plane 

I was slightly disappointed with the 
small number of planes available, but 
the variety certainly makes up for it. 

First off we have the plane with 
the 'L' plates on it, the Trainer 172; 
this one has fixed wheels, doesn't 
go very fast, has piles of stability 
and very little of the more 
confusing instrumentation on 
board. The next one up is the Piper 
Arrow PA-28R-200; a little more 
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satisfying than the last, mainly 
because it goes a little faster and 
has more in the way of manoeuvring 
capabilities. If the scenario requires 
some water action, then this is 
where the DHC-2 De Havilland 
Beaver comes into its own; fitted 



with floats instead of wheels, you 
can put this baby down anywhere! 

If you really need some action 
then jump into the P-51D Mustang; 
better known for its antics in World 
War II, this plane is a serious 
contender, with an awesome 



amount of horse power and 
breathtaking manoeuvrability. 

Those looking for something a little 
more sedate can take a trip in a 
Raytheon Aircraft Beechcraft Baron 
58; mostly privately owned or used 
for small business, this plane is 
reasonably easy to fly and is pretty 
stable in the air. 


I was quite pleased with myself at 
one stage after about three hours of 
play, because I had managed to 
pinpoint my position to within about 
two miles, just using cockpit 
instrumentation. This is far more than 
just a sim, with its superb graphics 
and real sense of flying. Graham 



Who turned the lights out? 

One thing I really liked about this 
game, (game?) is the fact that the 
cockpit layouts are all accurate, and 
all have the essential 
instrumentation for flight planning 
and navigation, which boils down to 
using VOR stations and the COM 
radio to triangulate your exact 
position when the visibility is down 
to zero. It sounds easy, but take my 
word for it, it most definitely isn’t! 


k 



LENS FLARE AS THE HAVILLAND PREPARES FOR 
ANOTHER SMOOTH TOUCHDOWN - THE REALISM 
IN-THIS SIM IS FRANKLY ASTONISHING 
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This has got to be 
one of the most realistic 
sims I’ve ever played, with 
graphics that’ll 
blow you away! 
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Men in Black 

PUBLISHER GREMLIN 


DEVELOPER GIGAWATT PRICE £TBA RELEASE OUT NOW? 


WEB SITE www.qwatt.com 



This month David Ireland packed his bags and travelled to the States 

in search of the Men In Black. this is what he found. 




THE HEADQUARTERS BASED IN BATTERY PARK 
! TO THE SCENE IN MIB 



ith all the other film licence 
games coming out at the 
moment Gigawatt have 
faced mounting pressure to create a 
game to beat the competition. We 
had a look at Blade Runner last 
month and The Fifth Element is on 
its way, but Men In Black has 
appeared out of nowhere in 
comparison. In true Men In Black 
style it's been hiding in the shadows 
ready to pop out in a flash do its 
stuff and clear up. This they are sure 
to do. Fans of Resident Evil will be 
surprised that their favourite game 
has been matched. Men In Black uses 
the same third person perspective 
and pre-rendered graphics to 
recreate elements from the film, as 
well as create new environments not 
featured on the silver screen. In this 
sense you are not simply playing 
through the film knowing exactly 
how it ends - in fact the storyline 


soon veers away from the script in 
the film. Initially you start off as Will 
Smith (James Edwards) in New York. 
You do not immediately don the 
anonymous Men In Black suit; just as 
in the film, you have to earn one. 

The Big Apple 

The cartoon style intro section leads 
you into the game with a bit of 
background. As the young NYC 
detective, players are sent to 
investigate a burglary and you find 
yourself in a bomb threatened 



downtown apartment. All the 
sounds of the city are really cool and 
make the game really cinematic, and 
it is here that you realise how good 
the graphics are - including the 
characters - they do look like who 
they are supposed to! 

A Shot In The Dark 

Choose your weapon from 1 to 0, (at the 
start you only have the basics), drop 
into combat mode and fire. You have to 
be aware of your ammunition displayed, 
if you wish, in the bottom left hand 
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corner of the screen. Throughout the 
game the ammunition is limited; you 
cannot go around as if you are playing 
Quake and just shoot everything in your 
path. This makes targeting much more 
important, so no more spraying bullets 
over a 90 degree radius. So for this you 
have a type of infrared target that 
appears on the body of your opponent 
as long as you are within range, and 
not at point blank either! This does 
seem to help to conserve your 
ammunition, as you only fire when you 
have a target. You also have to watch 
out for your health. First aid boxes can 
been found about the place and on 
people you have killed, so it is good to 
search. It is really handy to be able to 
cut out of the game at any time to 
boost your health if it is dwindling! 


On Target For Success 

Once you have completed the first 
level and have met your first alien at 



the end of level stage, you move to 
the hub of the Headquarters based in 
Battery Park, NYC. From here you are 
introduced to all the remaining 
levels, characters and training. This 
area is probably the most 
recognisable part from the film with 
a few aliens wandering around 
downstairs and the great white light 
that floods the place. This is where 
you get your first taste of being 
part of Men In Black. You can visit 
the Shooting Gallery and try out all 
the weapons. Here you will be tested 
in a dark 3D gallery where aliens pop 
up from all around. Once you 
complete that then you can choose 
which agent you want to use from 
then on. Each have their own ways of 
fighting and handling situations. You 
can even play Agent L, the former 
coroner and the first female MiB. The 
Transport Area will lead you to your 
first mission as an MiB. 




THE GRAPHICS ALL THE WAY THROUGH THE GAME ARE EXTREMELY IMPRESSIVE - CHECK OUT THE 
LIGHTING EFFECTS ON THESE SHOTS? 




Weather Permitting 

At the Arctic Weather Station you 
will encounter your first major 
puzzles and will be required to 
explore the area thoroughly and 
investigate what went wrong with 
the communications system. There 
is all sorts of funny business going 
on here; you soon soon find out 
that there is more to the Arctic 
Circle than penguins and furry polar 
bears! All the puzzles are pretty 
logical and there is not the usual 
bunch of different keys where you 
have to rely on trial and error for 
them to work. Here you just get a 
card to swipe. 

It is here where you will need to 
rely on saving the game. This is easy 
to do and you get a screenshot of the 
point you got to which makes it easy 
to know which is which. 

Mission Impossible 

The other two missions take you 
firstly to Cara Del Diablo, a town in 
the Amazon where the villagers have 
been experiencing strange goings 


on; mythical creatures that have 
been eating people in the mines 
nearby. Once you have explored the 
heavily guarded town you get to 
visit the mines and deal with the 
situation personally. The puzzles 
becoming harder and the aliens 
deadlier. Finally you visit the estate 
of Skip Frales, one of the richest 
men in the world. On his island he 
has been developing computers, but 
you soon find out that he has not 
been working alone. 

More Than A Sum 
Of Its Parts 

To sum up this game, I’d have to say 
it's a real thriller. It retains all the 
humour and excitement from the 
film and adds a lot more missions 
and worlds to explore. The graphics 
are absolutely stunning and very 
immersive, making the game even 
more dramatic. Men In Black is a 
stand out game that should be 
experienced more than talked 
about, so I'll leave you to 
investigate. David 
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Men In Black takes the 
movie idea and creates 
a totally immersive 
environment with 
stacks of gameplay 
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Fantastic festival of football well worth another £40 or cynical cash-in? 

Coming less than a year after Road to the World Cup, 

UPC casts a critical eye over EA’s official tie-in. 


Q rom the opening 
sequence 
montage of video 
and rendered footage accompanied by 
Chumbawamba's 'Tubthumping,' you 
know you're in for something special. 

All the qualifying teams are 
included, plus eight who didn't simply so 
EA can shift a few copies of the game in 
those countries too. Squads are as 
close as anyone can guess to the final 
selections. Of course nobody will know 
for sure who’s going to be involved 
come 12th June when the opening game 
kicks off between Brazil and Scotland, 
but injuries between now and the end 
of the season notwithstanding, the 
squads look pretty accurate. Besides, if 
you're not happy you can always go in 
and customise them yourself using the 
team edit facility retained from RTWC. 


Football fans can be extremely 
touchy about incorrect facts, figures 
and line-ups, and if you’re like me you 
want everything as close to the real 
thing as possible. After all, this is the 
World Cup. Unlike previous FIFA titles, 
the game is totally built around this 
particular tournament. Earlier games 
relied more on players setting up their 
own custom leagues and selecting 
from the various club and 
international sides available. This time 
there are no club sides at all. You can 
play a friendly but forget about 
custom league options. The closest 
thing to it is the option to randomise 
all the World Cup groups. You can play 
with the proper groups, genuinely 
accurate fixture calendar and all the 
games played in the appropriate 
conditions, or you can jumble it all up 
if things start getting too predictable. 

Although the moves are fairly 
intuitive once you get to know them, 
practice is definitely recommended in 
order to pull off moves effortlessly at 
will. To this end a handy training 
option is included which enables the 


player to select exactly how many 
players are on each team. Therefore 
you can have five players with no 
opposition just to practice knocking 
the ball about and doing some of the 
moves, or you can have a full eleven-a¬ 
side practice match. 

The friendly option is only really 
used for two player games, so let's 
get stuck straight into the main 
course - the serious business of the 
World Cup itself. The package is 
almost like a souvenir of the 
tournament with superb presentation 
throughout. The menu icons are nicely 
animated, the music's cool and the 
video sequences are excellent. In fact 


this is as well presented a package as 
you're likely to see! 

Jeux sans frontiers 

The overall aim has been to capture 
that carnival feeling, to make the 
game as instantly connected with the 
actual tournament as possible, and 
this has been achieved admirably. Even 
now, before the tournament's hype 
machine has shifted into overdrive, 
you start to get a few tingles as the 
game goes through its paces. 

One great touch which deserves 
particular mention is the inclusion of 
every team's anthem. At the start of 
each match the two sides run out and 
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do a few warm-up exercises before 
lining up for the traditional, slightly 
out of key renditions of the 
participants' national toon! 

Also improved is the commentary, 
which has been getting quite a bit of 
stick recently. Everyone went all 
gooey when Actua Soccer introduced 
full commentary for the first time in 
a video soccer game, overlooking the 
fact it was limited, repetitive and 
often well behind the play or just 
blatantly wrong. It was new and fresh 
and exciting and that was what was 
important. Now that it's become so 
much the norm however, such 
grievances are a lot harder to ignore. 

In order to improve matters, the 
first step has been to recruit the most 
impressive team of commentators, 
presenters and analysts yet. Gary 
Lineker and Des Lynam take turns to 
introduce the matches, Barry Davies 
commentates with Chris Waddle adding 
the odd pearl of wisdom (ahem) and '66 
veteran, Kenneth Wolstenholme even 
makes an appearance, commentating 
on the classic World Cup matches for 
that truly nostalgic feel. 

Aux arms citoyens 

The samples are now much more varied 
and tend to follow the play a lot better. 
They're also relevant to the situation 
and venue. If, for example, you’re 
playing in Marseilles, there'll be little 
comments thrown in about the town 
for that extra 'being there' experience. 
More impressive still is the way Des and 



Gary will point out if you need a win in 
your final group game to go through, or 
if a draw will be sufficient. 

But enough of the gloss and polish - 
what about the playability? A lot’s been 
made of the idea that this is just a 
cash-in, a re-hash of RTWC designed to 
cynically glean a few more quid from 
the honest punter. Since it’s only been 
well under a year since RTWC was 
released you can at least see the logic 
in the argument. 

First glances seem to bear this out 
even further in that the game engine 
is basically the same as before, though 
improved in certain areas. One of the 
main moans a lot of people had with 
RTWC was the lack of speed compared 
to Actua Soccer 2. If you were counted 
among that number then you’ll be 
pleased to hear that WC98 has four 
speed options, the highest of which 
being easily comparable with/452. 

Jimmy Hill 

The skill moves introduced in RTWC, 
accessed by holding combinations of 
buttons, are still there with a few new 
ones thrown in for good measure. 
However, they don’t seem quite so 
effective so you can't just use them all 
the time, which helps make the game 
that bit more realistic. It also means 
when you do get a crafty flick over the 
head to work it's all the more satisfying. 
This actually goes for the rest of the 
game, being considerably harder to 
master than RTWC. Things like headers, 
volleys and the like have been made 




WORLD CUP '98 FEATURES DIVERSE WEATHER CONDITIONS THAT EFFECT THE WAY THE BALL BEHAVES. 
OR A WATERLOGGED PITCH FOR EXAMPLE. THE BALL WILL STICK 



easier but the overall gameplay is a lot 
more complex. The tackle is a lot more 
effective, which is off-putting at first 
as games tend to degenerate into one 
lunging challenge after another. The 
secret is to learn to pass around and 
make use of the special tactics which 
enable you to instruct wing-backs to 
make forward runs with the touch of a 
button or maybe to call midfielders back 
to defend. This element of the game 
would be left well alone at first, but is 
vital to learn if you're to succeed at the 
highest skill level. Also the passing now 
leaves a lot more up to the player. 

Where before simply hitting the pass 
button would invariably send the ball 
straight to a team-mate's feet, now you 
do actually have to aim a little. 

Despite the brilliant front end and 
obvious attention to detail, WC98 isn’t as 
immediate as RTWC was, but 
perseverance is definitely the key as you 
soon discover it improves greatly over 
its predecessor. RTWC was the first 




game in the FIFA series since the original 
Mega Drive version to have a real 
playability, but unfortunately it was a 
little too simplistic in the long term, with 
games often ending with unrealistic high 
scores. WC98 takes the best elements of 
RTWC and improves on them 
considerably, making it a title truly 
worthy of the illustrious license. The 
question as to whether or not this is 
worth shelling out for if you already have 
RTWC is a bit more difficult however. If 
you want a footy game and don't have 
RTWC you can’t go wrong. Die-hard fans 
will want the latest version no matter 
how subtle the differences, but if you 
already have RTWC and don't have £40 
burning a hole in your pocket, I’d suggest 
you try it before you buy it. Miles 


A cockerel might seem an odd choice 
for France 98’s mascot, but it has 
more relevance than you might at 
first think. For a start it has definite 
connections with French culture, the 
Latin word Gallus’ meaning cockerel 
as well as Gaul, ye olde name for 
France. Cockerels are also associated 
with the dawn (all that cock-a- 
doodle-doo business) and one of the 
main pieces of imagery for France 98 
will be a football rising sun-like 
from behind the world. So you see. 
it s not such a peculiar idea after all! 
Incidentally, the name Footix was 
voted for by the French public 
through their number one TV 
channel. TF1 from a shortlist of 
Footix (obviously). Houpi. Zimbo. Raffy 
and Gallik. Just thought you might 
like to know. 
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PUBLISHER MICROPROSE DEVELOPER FASA INTERACTIVE PRICE £34.99 RELEASE OUT NOW WEBSITE www.echcommander.com 




The BattleTech universe hits the PC, with a game featuring human-controlled 
Mechs that battle to destroy the Smoke Jaguar Clan on the planet Port Arthur. 

Who made up the names? 


missions and also the way that you bring 
the same warriors and Mechs through 
each mission as they gain experience. 
Also, players can benefit from using 
their enemy to their own advantage by 
taking control of their buildings to 
salvage weapons or armour, or even the 
enemy Mechs themselves, as long as you 
don't totally blow them away. 

So now you know the main 
emphasis of the game. Drag your units 
(three Mechs to begin with) across a 
detailed and interactive terrain trying 
to find buildings or places of other 
strategic importance. As your units 
move around the map (two speed 
settings make things quicker where 
necessary) they knock down fences and 
trees - if they are heavy enough they 
leave tracks in the turf. Forests can be 
burnt down and smaller buildings can be 
walked through. The game is made 
much more fun by these small 
inclusions. The terrain is also important 


for tactics; if you can manage to get up 
to high ground you will have much more 
control over your enemy. Line of sight is 
also a consideration in the game, and so 
far I haven't found it frustrating. 

What was it like 
to play? 

As I worked through the missions, it 
soon became clear that you had to do 
things as well as you could at all times, 
saving as many of your Mechs as 


ere we have a game of 
true resource 
management and 
tactics. Something you can 
really get your teeth and brain 
into without having to read the 
manual for too long beforehand. 
Mech Commander, as the title 
suggests, is all about 
commanding Mechs through 
about 30 missions. 

This was a bit hard to get 
used to. Normally I have 
three more waiting and ten 
more being built when one 
keels over. The variety in 
gameplay comes from 
having to decide which 
Mechs to take on each 
mission, and what to arm 
them with, etc. Even 
though the missions are 
linear, variety also comes 
from the number of sub¬ 



MULTIPLAYER SUPPORT PROVIDES LONGEVITY 
BUT LACKS THE AI COMPUTER FOR SKIRMISH 














































MechCommander | 




URBAN AREAS ARE THE BEST FOR STRATEGIC SET-UPS - USUALLY IT'S MAYHEM ANYWHERE ELSE. 
WITH PLAYERS WANDERING ABOUT ALL OVER THE PLACE WITH NO REAL CONVICTION 


MECHANOIDS 


H ome of the Mech looks cooler than others. The ones that look more humanoid 
run about a bit pansyish, and there is one with a huge cannon by his head, 
which seems a bit suspect balance-wise. The heavier tonned Mechs are 
pretty cool though - nice and chunky, with loads of room for deadly weapons, and 
they do run surprisingly quick, even with the extra weight. They can all twist at 
the waist, which means that once you have targeted an opponent, all you have to 
do is move them about to keep them in range and leave them to get on with firing. 



THE INTRO SCENES ARE QUITE IMPRESSIVE. AND THE ACTING IS LESS WOODEN THAN SOME OF THE 
OTHER ATTEMPTS JfflLMYE SEEN THIS YEAR. SO THEY HAVE TO BE COMMENDED. ON THAT COUNT 
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MechCommander is a 
quality game, both in the 
way it looks and plays. 
Worth staying in out of 
the sun for! 


POSITION 


possible to reduce heavy repair and 
refitting costs at the start of the next 
mission. Some missions proved easier 
to work out than others, especially 
once you have worked out the basics of 
short, medium and long range combat. 

Each Mech has a specific limit of 
weapons it can carry. Before each 
mission you can set them up with either 
a variety of ranged weapons or just 
concentrate on one, depending on what 
you decide for your other Mechs. The 
sensors on each Mech are important - 
more so for those with long range 
weapons - so I found it best to mostly 
use more medium range weapons until 
you get superior sensors. These things 
may seem quite trivial, but in this game 
you don’t have the advantage of 
quantity. You cannot just build another 
Mech when you kill one off in a stupid 
manoeuvre or mindless attack. 
Everything has to be planned out 
beforehand. What seemed to happen 
was that as you play through each 
mission a few times, you get to know 


THE BAR AT THE BOTTOM OF THE PLAYING SCREEN GIVES YOU ALL THE DETAILS ABOUT EACH OF 
YQUK TROOPS. THE Y ARE SPLIT INTO GROUPS SO YOU CAN ASSIGN THEM TO KEYS. WHICH IS HELPFUL 


You can realty get your teeth and brain 

into it without having to read the 
manual for too long beforehand 


where the enemies come from, how 
quick, powerful and deadly they are, and 
then the next time you play you can 
choose a route to avoid them or buy 
better Mechs to defeat them. For 
example, just changing from using a lot 
of long range weapons to predominantly 
medium range meant that you could get 
within the range of most of the enemy 
and destroy them without giving them a 
chance to do any damage. 

Added extras 

If you’ve been thinking that just 
pushing Mechs around all the time 
may become a bit boring after a 
while, I can assure it doesn't. The 
sheer variety of Mechs keeps the 
interest up, and then you have the 
other vehicles too. Mine layers and 
clearers become important for nearly 


all the missions after number five. 
Other vehicles include the Swiftwind 
scout car, the Pegasus light scout 
tank, and there is a refit truck as 
well that can give support where 
needed. The only limitation is the 
lack of loads of commands for each 
Mech. There is no patrol function, 
only guard and no restraining options 
like 'Only fire when fired upon'. This 
leaves a lot more for you to do, but 
with the reduced number of units to 
have to bother with, you do have 
more time on your hands, so... 


Good ideas 


As a real-time strategy the game offers 
many new ideas, or at least new ways of 
using older ideas to good effect. Air 
strikes are great for destroying larger 
units (if you can get them to stay in the 
same place for long enough), and blowing 
up bridges becomes an important 
manoeuvre too. I really liked the way, as in 
the Mechwarrior games, you can set up 
your troops just as you want, giving you 
much more scope and control, and thus 
rewarding you when you get things right. 
The way you earn cash for completing a 
mission successfully means that you soon 


have enough money to get up to about 
eight Mechs split into three groups, plus 
some juicy weapons and vehicles for 
support. A right little army. One of best 
things about the game must be the easy 
user interface; the 'f' keys are used to 
group the Mechs together, and you get all 
the info, the map and all the other data 
you need in the top left of the screen. 

Mech Commander only suffers from 
crappy-looking water effects and 
skinny 25 ton Mechs that look a bit 
pants, other than that there's very 
little to grumble about. The game gets 
slightly repetitive in later stages, and 
more and more time is spent on setting 
up the Mech rather than fighting. But 
other than that great terrain, great 
explosions, great Mechs (the heavy 
ones) and great missions makes for a 
solid game. It will be a close battle 
between this and Commandos, but I 
think Commandos looks slightly better 
- it's far cooler, mainly because it's 
based on World War II. David 
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The eagerly-awaited new space combat simulator from Volition is here at last, 
and it is about to rewrite the rules for space flight games on the PC. 



've always been a bit of a space 
cadet at heart. I grew up (well 
sort of) watching Star Wars 
movies and collecting all the toys, and I 
even thought Buck Rogers was pretty 
cool stuff. Yeah, sorry about that. My list 
of favourite computer games of all time 
has to include Frontier and the earlier 
Wing Commander titles, and I still want 
to celebrate my hundredth birthday on 


the Moon. I guess I may not get there in 
this lifetime, but having just spent the 
past three days plugged into Conflict: 
Freespace I won't feel quite so 
disappointed. This is simply the best 
space flight and combat game ever 
written. Sure, there are other games 
with similar themes and storylines, 
there are even games which look vaguely 
similar, but none of them combine the 




features, the graphics and the sheer 
adrenaline buzz of Freespace. Comparing 
it with previous titles in the genre is like 
comparing racing games. Sure, Rage 
Racer is great, but Gran Turismo is 
better - it's as simple as that. 


instruments are customisable to suit 
your own preferences or the demands 
of the mission. You can configure 
everything, from what information is 
displayed to the colour and brightness 
of the display. 


Nice n' easy 

However, I suppose you would like to 
know a little more about it, and since I’ve 
got four more pages to fill, here goes. 

First and foremost, the story: You 
start out as a rookie pilot training to fly 
a front-line space fighter craft. The 
human race are at war with an alien 
race called the Vasudans, who are 
technologically our equals, and you have 
joined up to fight them. The first thing 
you do is to complete a rigorous training 
course which will familiarise you with 
the many instruments and sub-systems 
on your ship. Many of these systems will 
only be used in the most unusual 
circumstances, but they are still 
implemented with an unerring eye for 
detail and a coherent design ethic. There 
are over 30 different systems on your 
ship, all with a display on your head up 
display, but the view is comprehensible 
and uncluttered. The designers of real 
life display systems could learn a thing 
or two from studying the layout of the 
interface for this game. All the HUD 


White tines 

Then we move on to the graphics: it’s 
space, man. It feels like space, and it 
looks like space. Even in the portrayal of 
an empty void, the level of detail is 
impressive. As in most space games, 
there is space dust and debris which 
tells you that you are moving forwards, 
but in Freespace the debris consists of 
small solid-looking objects rather than 
the more usual white dots. The stars 
are white dots of course, but when you 
pitch and yaw the ship a trace of motion 
blur turns them into tiny little lines, 
which helps smooth out the animated 
movement between frames. The 
monotone black background of space is 
relieved by the addition of a few 
colourful nebulae, which serve to give 
you a point of reference against which 
to judge your movements. The lighting 
effects in space are not wholly realistic: 
if they were you would hardly be able to 
see anything. However, the simulation is 
accurate enough to suit the nature of 
the game. Dark coloured ships are 
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Conflict: Freespace | 




Your mission 

It is inevitable that comparisons will be 
made between Freespace and both 
Colony Wars and Wing Commander 
Prophecy, and rightly so. The storyline 
is so similar to Prophecy you have to 
wonder if they couldn’t have come up 
with a different one. There are plenty 
of sci-fi novels out there just brimming 
over with fresh ideas, at least a few of 
them must have some gaming 
potential. That being said however, it is 
a good story with plenty of mystery 
and drama, and the Freespace version 
of it works well. And of course if you’ve 
not played Prophecy you won't even 
notice, will you? The comparison with 
the PlayStation hit, Colony Wars will be 
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in the mission structure and some of 
the technology. One of the first 
missions is escorting a new design of 
attack cannon, which will sound 
hauntingly familiar to anyone who has 
played Colony Wars. Both games have a 
non-linear tree structure to the 
campaign which means that your 
performance in mission A affects the 
nature of mission B. However, of the 
two games, Freespace wins on points. 
The debriefings have more of a military 
feel to them, and it's always nice to be 
rewarded with a medal and a promotion 
every so often. 

Manual controls 

For multiplayer fun, Conflict: 
Freespace can support up to 16 
players on either a local network or 
over the Internet. Options include co¬ 
operative missions against Al 
opponents, head-to-head dogfights or 
team vs. team games. The multiplayer 
games are slightly different from the 
single player versions, with a wider 
choice of ships and armaments. 

If I have any final conclusions 
about Conflict: Freespace, it is this: If 
you like fast-paced action, a believable 
sci-fi scenario and the challenge of 
complex missions and intelligent 
enemies, you will love this game. 
However, I would have to advise you to 
waterproof your joystick. Cliff 


VERDICT 


Ultra-realistic graphics, 
challenging missions and 
exciting, immersive 
gameplay make this the 
best space combat sim 
available on any platform 


POSITION 


naturally difficult to spot against the 
black of space, but the versatile 
targeting system makes up for this. 

What a heap of junk 

For me, one of the main selling points 
of the game is the design of the ships. I 
always thought that Colony Wars ships 
looked like a lot of broken crockery, 
and the ships in Wing Commander 
Prophecy were just plain dull. 

Freespace features ships which would 
not look out of place in an episode of 
Babylon 5, all modelled and texture 
mapped with exquisite detail, and many 
of them with moving parts, such as 
radar dishes and gravity carousels. 

Newton rules OK 

The actual physics of space flight are 
well handled, although the movement 
and inertia of ships travelling through a 
vacuum is a bit iffy. In real space flight, 


once something is moving in the 
frictionless medium of deep space it will 
continue to move in a straight line 
forever. In this game, and to be fair in 
most other space games (except 
Frontier), if you stop your engine you 
will slow down fairly quickly. While this 
may not be strictly by the book, it does 
make flying a lot easier. The only time I 
have ever seen space fighter combat 
handled properly is in the above- 
mentioned Babylon 5. Freespace tends 
more towards the Star Wars approach, 
with ships swooping about like Spitfires 
in the Battle of Britain. It's not 
astrophysics, but it looks terrific. 


Tricky blighters 

On the subject of piloting, the Al for 
the computer controlled ships, both 
friendly and enemy, is very good. Even 
on the easiest setting, an enemy pilot 
will give you a run for your money 


UltifhStBPC\ CONTROLS _KEYS AND PAD 


every time. If you 
simply try and chase 
them down, their 
slower but more manoeuvrable ships 
will keep them out of the way of your 
lasers. However, they react in such a 
human way that you can trick them 
into going the wrong way and get 
behind them for that deadly few 
seconds. The design of the weapons 
systems onboard your ship is great. 
The targeting system has 16 different 
operations, including the ability to 
target specific sub-systems on enemy 
ships so you can disable their engines, 
weapons or sensors with your 
disruptors. This is superficially similar 
to one of the weapons in Colony Wars, 
but is much more realistically handled. 
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Forsaken 


PUBLISHER ACCLAIM DEVELOPER PROBE PRICE £39.9? RELEASE OUT NOW WEBSITE www.forsaken.com 



Forsaken has liquid-smooth graphics, scanty smart enemies, and more gut-wrenching 
action than Quake II. Whether you're looking for a superb single player game, 
or the hottest multiplayer action around, the future is Forsaken. 



robot guardians of the dead planet with 
a battery of devastating weapons, 
trying to stay alive long enough to make 
your fortune and your reputation. 

View to a kill 

When you first see Forsaken, one thing 
hits you straight away: the graphics. 
The 3D engine powering this game is a 
clear light-year ahead of anything you 
have ever seen before. Your hand 
reaches out and moves the mouse, and 
the motion on the screen is so smooth 


U^ he storyline is simple: 
in the far future, a 
freak nuclear 

accident reduces Earth to a 
smoking radioactive ruin. 
The planet is declared 
derelict and 
abandoned, 
leaving it open to the 
depredations of 
looters and 
scavengers who 
pick over the 
remains searching 
for anything worth 
stealing. Which is where you 
come in. Mounted on a high- 
tech hover bike called a 
pioncycle, you fly through 
a series of huge and 
superbly detailed 3D 
levels, battling the 


it just draws you in. It looks almost as 
though a video camera has been 
somehow transported into the game 
world, and is transmitting live real-time 
pictures back to your monitor. Then you 
press the left mouse button, firing one 
of the pioncycle's primary weapons, and 
a burst of perfectly translucent colour 
shoots out and smashes into a wall. 
After familiarising yourself with the 
controls, you move forwards, and the 
rich detail of your surroundings slides 
past you. Suddenly there is a movement 
ahead, and a mean-looking shape darts 
towards you firing blasts of energy. You 
fire back, but with lightning reactions 
your enemy dodges out of the way, 
zooms round behind you and fires again. 
Suddenly you are locked in a desperate 
battle, trying to outmanoeuvre your 
opponent while keeping your weapons 
trained on him and firing everything 
you’ve got. With more luck than 
judgement, you score a few good hits, 
and the enemy explodes, leaving behind 


a glowing canister containing vital shield 
energy. But before your pulse rate has 
even begun to drop back to normal, a 
voice from your onboard computer says 
"Incoming!" and you are fighting for your 
life again... 

The Earth sucks 

You may have heard that Forsaken is 
just an updated version of Descent, just 
another 3D tunnel-blaster with nice 
graphics. Wrong. Over two years in 
development, the game is an absolute 
masterpiece. The only similarity to the 
hopelessly confusing Descent is that in 
both games you fly through tunnels. 
Forsaken is infinitely more playable, and 
great care has been taken in the design 
of the levels to ensure that while they 
represent a challenging 3D puzzle, the 
various areas actually look like what 
they are, making navigation around the 
twisting tunnels a lot easier. There is 
also a clearly defined up and down, both 
from the pull of gravity and from the 



THE FLAMES AND EXPLOSIONS IN FORSAKEN ARE THE MOST REALISTIC I HAVE EVER SEEN. YOU CAN ACTUALLY COOK TOAST ON YOUR MONITOR WHILE PLAYING 
















Forsaken[ 



appearance of the environment, so 
although you may be blown to 
smithereens at any moment, at least 
you won't die lost. 

Doors of perception 

This attention to detail becomes 
almost subliminal after a while, but 
the atmosphere of realism thus 
generated adds enormously to the 
quality of the game. There is one place 
in particular where you come across a 
room containing a pool of water. Drops 
of moisture fall from the ceiling in a 
random pattern, splashing into the 
pool and making ripples which expand 
out concentrically. The sound of the 
drops hitting the water is perfectly 
synchronised to the impact with 
almost casual precision. The whole 
effect is so natural that it slips in 
under the threshold of awareness the 
first time you fly through the room. It 
is not until you have destroyed all the 
enemies in the area, and can come 
back and take a leisurely look that the 
amount of work that has gone into 
that one tiny scene really hits you. 

This is not just a one-off either; that 
level of quality is maintained 
throughout the game. 


All in the mind 

One of the major features of the game 
is the extremely advanced artificial 
intelligence used to motivate the 
enemies. Most games these days use 
Al programming of one sort or 
another, but in Forsaken the enemies 
are scarily cunning. They will hide 
behind pillars and ambush you, track 
you down across the entire level, 
opening doors and destroying mines 
(even their own) to get you. They are 
also wise to most tactics you may try 
against them, for instance they will 
refuse to follow you into blind alleys. If 
you go down a dead end and try to 
catch them as they come round a 
corner, they will wait outside to shoot 
you in the back as you leave. 

Whatever you want 

To make staying alive that little bit 
easier, all the game controls are fully 
customisable. You can configure the 
keyboard commands, joystick set-up, 
and mouse sensitivity and direction to 
whatever suits you best. If you are 
used to flight simulators, you can set 
the game up so it handles like a plane, 
or if you are a Quake player, you can 






control movement as you would in that 
game, whatever you are most 
comfortable with. The level of detail in 
the graphics is also adjustable to 
accommodate very slow machines, 
although this should not really prove to 
be necessary. While I was trying out 
the game at Acclaim’s stylish 
Knightsbridge offices, I asked if I could 
see it running on a slower machine 
than their P266 demonstrator. I was 
taken into an office, and the game was 
loaded on a P100, with 48mb RAM and a 
3Dfx accelerator. I was astonished to 
find that it was hardly any different! 
The graphics were just as silky-smooth 
as on the faster machine. If you have 
seen the rolling demo of the game on 
this month's cover disk, you have some 
idea of what to expect, and as long as 
you have a 3D accelerator card in your 
machine, that is just what you will get. 

Wire shock 

The other facet of this gem of a game 
are the awesome multiplayer options. 
Playing over a local network or the 
Internet, you can join in either a straight 
forward kill-or-be-killed deathmatch, a 
capture-the-flag tournament with up to 
four teams competing, a game of 'Bomb 
tag' or a bounty hunt, where whoever 
has the target is 'it'. As well as the 
sixteen single player levels, Forsaken also 
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has more than twelve multiplayer levels, 
which automatically expand, opening 
new areas to accommodate however 
many people are playing. There will be 
new multiplayer levels available later in 
the year, as well as a do-it-yourself level 
editor. The developers are 
hoping to set up a 
server where up to 250 j 
people can play online 
at once. 

Whatever 
the 
future 
holds, I 
am 

certain that 
Forsaken is going 
to be the next 
big thing in 
computer 
gaming. It is being 
released on the 
PlayStation as 
well, and a version 
is being developed 
by Iguana 
Software for the 
Nintendo 64. An 
album of original 
soundtrack 
music is available, 
and very good it 
is too. Cliff 

Ml- 

With its red-hot gameplay. 
astonishing 3D graphics and 
huge multiplayer appeal. 

Forsaken is going to leave 
even the mighty Quake II 
for dead 
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ULTIMATE PC gets dragged in to the fraught world of football management 

with the release of Championship Manager 97/98 
and soon finds out its got table-topping form... 



Before each game players are 
given the opportunity 1 
team and formation as 
playing style. Countless factors 
can influence this decision 
procedure. For example, if | 
have chosen to play the long ball, 
then fielding strikers who cant 
head the ball is not the soundest 
managerial decision. Likewise, if 
players adopt the passing game, 
then they'll need players who can 
pass the ball around and keep 
possession long enough to get in 
the telling pass that could lead to 
a shot and goal. 


tand on the terraces of any 
football ground in the country 
and all you're likely to hear 
from the so-called supporters around 
you are shouts of 'you're all bloody 
useless,' or 'if I was manager you’d 
never be playing,' even 'I could do better 
than this lot.' Obviously a torrent of 
expletives usually accompanies such 
comments, but the point is that every 
football fan thinks they know best. 
Forget Alex Ferguson, Arsene Wenger 
and George Graham, because it's the 
fans on the terraces who obviously 
know the secret to success on the 
football pitch. Or so they think! Now's 
there’s a chance to prove it though, 
with the eagerly-awaited arrival of 
Sports Interactive's latest edition of 
Championship Manager 2. 


Ask any footy fan which is the 
definitive football management sim on 
the market and Championship 
Manager 2 will more than likely be 
their reply. It may not have had the 
pretty graphics of some of its rivals, 
nor the animated match highlights, 
nor the flashy icon-driven control 
interface, but for accurate stats and 
realism there was nothing better. Two 
years after the game’s release and it 
still stands up as the best footy 
management sim around, but 
challenges from Premier Manager 97 
and Ultimate Soccer Manager 2 have 
left it looking shaky on its old legs. 

Can Sports Interactive, who’ve once 
again teamed up with Eidos, continue 
the game's extraordinary success 
with this edition? 


For those unfamiliar with what 
the game offers, it basically allows 
players the chance to take over and 
run a football club. Whilst the original 
CM2 only allowed players to manage 
clubs from the Scotish and English 
Leagues, CM 97/98 has all the teams 
from nine different national leagues; 
English, Italian, Spanish, German, 
French, Scots, Dutch, Portuguese 



UNDER—21 SQUADS ARE NOW INCLUDED 
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It’s as rich in information as the 

Rothmans Footballing Almanac, 
but far more exciting! 


and Belgian. Those with 16MB of RAM 
can play up to three of these leagues 
concurrently, whilst those still 
toiling with 8MB can play in any one 
of these leagues. 

Incredible detail 

Every aspect of football management 
is incorporated into the game, in fact 
the depth is staggering. The game is 
essentially split into two divisions - 
team management and club 
management. Managing the team 
entails sifting through each player’s 
skills and picking the team, formation 
and playing style for each game. On 
top of this player contracts have to be 
negotiated as do transfer deals. 

Club management differs in that 
it essentially involves keeping an eye 
on finances. Whilst CM 97/98 doesn't 
go to the same length as other footy 
management sims, where players 
have to sell advertising hoardings 
and set ticket prices, players 
nevertheless have to keep a shrewd 
eye on what resources they have to 


buy new players with. This is 
particularly important in the Second 
and Third divisions where money is in 
desperately short supply. In these 
divisions selling off players is often 
the only way to ensure finishing the 
season in the black. Life in the top 
flight is easier financially, but this is 
negated by the extra pressure on 
the manager to achieve results. In 
the bottom divisions players can get 
away with poor results, but in the 
Premiership and First division a few 
bad results can leave players' jobs on 
the line. Should players lose their 
job, whether from bad results, or 
from bad financial management 
they’re left to join the dole queue 
and wait until a new job is offered. 
Obviously, should the boot be on the 
other foot and players are 
successful they may be offered new 
jobs. If players are running more 
than one league concurrently these 
job offers may come from abroad, or 
perhaps, for the exceptional few, a 
national job may arise. 



European Cup 


CSKA Sofia. BV 09 Borussia Dortmund. Manchester United and 
Newcastle United have been placed in Group B of the European Cup 
Champions League draw. 




Match day 

Whilst running the club efficiently is 
essential to prolonged success, it’s 
the results out on the pitch that 
ultimately shape the future careers of 
managers. With this in mind, CM 97/98 
features easily the best match 
program of all the football 
management sims currently out on 
the shop shelves. Players have a 
wealth of formations to choose from, 
or can customise their own as they 
try to outsmart the opposition. 
There’s also three different playing 
styles; passing, long ball, or direct ball. 
Unlike other sims where it doesn't 
really seem to matter which 
formation, or style players choose to 
adopt, in CM 97/98 it has a definite 
effect on how the team performs and 
that's the great thing about this 
game. Every decision players make has 
an effect on team performance and 
it's possible for players to turn games 
around which may seem already lost. 
Although matches are still portrayed 
by a single bar showing attacking 
possession, more information on how 
the game is progressing can be 
gleaned from this and the exhaustive 
match stats than from animated 
matches like in FIFA Soccer Manager. 

Subtle changes 

The big question gamers who already 
have a version of CM2 are probably 
asking themselves is whether this 
new one justifies lavishing money on 
it. Apart from the differences already 
mentioned, CM 97/98 sports dozens of 
subtle changes and improvements all 
of which add to making this the 
strongest and most complete football 
management sim to date. Some of the 
stats have been changed from the 


original, with intelligence making way 
for adaptability, form and morale. 

Also, players can now select who 
takes penalties, corners and direct 
free kicks. There's also a number of 
new formations which players can 
adopt, although the much rumoured 
return of the continental style of play 
has proved unfounded. 

As with previous versions of CM2, 
the stats in Championship Manager 
97/98 are nothing short of 
outstanding. All the real players are 
featured in the game, with each of 
them sporting around twenty different 
stats. Okay, there’s a few noticeable 
mistakes, especially amongst the lower 
division teams, but with a database of 
something like 8,000 players the level 
of accuracy is to be admired. 

Realistic scores 

One of the few criticisms levelled at 
the original game was that is was far 
too easy to score, and exaggerated 
results such as 6-5 were not too 
uncommon. This has been countered in 
the new game by lessening the odds 
on players hitting the target. With 
less shots on target there's less goals 
in the game and the scores are much 
more realistic. Hell, there's even a few 
no scores draws! 

Championship Manager 97/98 is no 
no-score draw itself though, in fact it 
routs the opposition and firmly 
establishes itself as the leading 
football management sim. With new 
updated stats, dozens of subtle, but 
important changes and an affordable 
price tag it's something no football 
fan should be without. It's as rich in 
information as the Rothmans 
Footballing Almanac, but far more 
exciting! Quite simply, it’s brilliant! Jon 
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CM 97/98 is quite easily 
the best football 
management sim on the 
market. For realism, detail 
and depth nothing comes 
close to matching it 
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I Battlezone __ 

PUBLISHER ACTIVISION DEVELOPER ACTIVISION PRICE £34.99 RELEASE OUT NOW WEBSITE www.activision.com 



We sent David Ireland to California to visit Activision’s HQ. 

He found them busily putting the finishing touches to Battlezone - 
the game that's one small step for a PC, one giant leap for computer games. 




many planets and moons which do 
look different - ice, lava, the dust of 
Mars and the fog of Venus - but the 
landscapes are all very, very sparse. It 
seems a bit of a cop out not to not 
include more detailed rock outcrops or 
vegetation, though this would 
obviously require a mission on Earth. 

Another niggle is that whilst in 
Commands Conquer your military have 
plenty of places to seek cover from the 
enemy, in Battlezone once you are out 
of your vehicle, you are pretty much a 
goner. This puts the bias of the game 
firmly in the lap of the vehicles. 

Saying that though, Battlezone is 
excellent for the range of units on 
offer. Activision have created many 


Battlezone has incorporated many of 
the great ideas found in the CSC style 
games but now you control them in 
the comfort of your own tank. 
Unfortunately the cut and intro 
scenes mostly use game level 
graphics, which are not like CSC' s 
near perfect video. 


The rough with 
the smooth 

The game is very hard to criticise - 
with it being such a new concept, it is 
hard to stand back from the title and 
see what is wrong or could have been 
better. The first thing I thought about 
was the terrain; it is a bit too bland, 
just like in Heavy Gear. You will visit 


s the sun rises in the sky for 
another day, we experience a 
new dawn with Battlezone. 

As we draw closer to the next 
millennium, there seems to be a new 
surge of exciting games that combine 
more than one genre to create 
something completely new and 
amazing. It is not that people are 
getting bored with any one genre, but 
if developers can make an action game 
more strategic or a puzzle game more 
combat oriented, they soon recognise 
that they are more likely to 
attract new players. 

It's like C&C! 

The game has been in 
development for about a year and 
a half. This means that while other 
companies were ripping off 1995 s 
CSC , Activision were already thinking 
how to better it. Battlezone' s use of 
resources is unique in the sense that 
the economy is based around 
recycling. Not the recycling as we 
know it - you can’t make powerful 
machinery out of old newspapers 


and bits of smashed up bottles - but 
you can make weapons of 
destruction out of alien biometd 
especially when some has landed on 
Earth via a meteorite. 

During the 1960’s the Cold War 
moved from being a race to space to 
being a race for alien technology. 
Players get to battle against the 
Soviets through around 18 missions - 
although you can choose to be the 
Soviets in a selection of more difficult 
and often time limited ventures. 


AS YOU CAN S E E I N TH E S E SCR EE NSHOTS . TH E T E RRA IN TYPE VA RIES ON EACH PLANET: JUPITER'S MOONS LOOM OVERHEAD AND VENUS IS SHROUDED IN DENSE FOG 
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new and exciting weapons and 
offensive units to carry them and 
unlike most games of this type, 
players can build a good majority of 
them from the start. 

Another superb addition is the 
supply launch; you can be anywhere 
on the map and it can send you 
repair, ammunition, different 
weapons and bombs, and all by 
parachute. Also you can build scrap 
silos that increase your maximum 
storage capacity and these can be 
built far from your base to reduce 
journey times for your scavengers. 

It is unfair to compare Battlezone 
to either Dark Colony, 7th Legion, 
Total Annihilation or the rest of the 
clones because it is just in a totally 
different league. Not only do you have 
more control over your units in 
Battlezone but you have more control 
over your own play. The advantage 
these games have is the quantity and 
variety of units, whereas in 
Battlezone there is a limit but they 
are more detailed and fun to use. The 
frustration level is reduced by half, 
and with the amount of variety in 




missions and the size of the maps, 
players should be tied up for hours. 
Uprising is the only game at the 
moment that you can compare 
Battlezone to, but with its poorer 
graphics (you should see the 
accelerated version) and crappy 'tit 
for tat' gameplay, it is nowhere near 
as involving as Battlezone. Also, the 
idea that you can 'beam' in troops 
and tanks seems rather far-fetched 
- in Battlezone it takes time for units 
to reach their positions and this has 
to be accounted for during the 
selection process. 

The game could have had 
incorporated more commands for 
each of the units; along with Hunt 
and Attack it would have been 
excellent to have Myth style 
formations so that your wingmen 
could be more effective, rather than 
just bashing into you every thirty 
seconds. Another good addition would 
have been some type of 
reconnaissance plane to give more 
information about the enemy’s 
location - you often have beacons laid 
down for you but they're not always 




HERE YOU CAN SEE A RECYCLER HARD AT WORK, PROBABLY CREATING SOME MORE SCAVENGERS OR 
MAYBE A TURRET TO HELP DEFEND THE BASE 



enough. These criticisms are intended 
as constructive ideas rather than 
malicious slating, as this new title 
is simply one of the best 
games I have ever seen. 

Battlezone is the type 
of game that will take 
every gameplayer's 
expectations up to a new 
level. With its simple shell and a few 
choice options before the game starts 
- leaving the best features for the 
game itself - Activision have stayed 
true to the ideas of the original 1980's 
Battlezone, which itself was a ground- 
breaker. It will be a tough cookie to 
follow, but we've heard that the new 
Westwood CQC game will run along 
similar lines too - so all we can say is 
good luck to them. David 


AFTER ALL THAT EFFORT ESCORTING THE 
TRANSPORTS TO THE LAUNCH PAD, ONE OF 
THEM ONLY GOES AND GETS SHOT DOWN. 




MOST OF THE UNITS AND BUILDINGS YOU FIND IN THE GAME HAVE THEIR OWN INFORMATION BANKS. 
THESE CAN BE ACCESSED SIMPLY BY PRESSING T ON THE KEYBOARD 
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Battlezone will 


16M B definitely be in our top 
games of 1998, with its 
blend of first-person action 
and real-time strategy 
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Grand Theft Auto _ 

PUBLISHER BMG INTERACTIVE DEVELOPER DMA DESIGN LTD. PRICE £39.99 RELEASE OUT NOW WEBSITE www.bmginteractive.com 





MUSIC TO 
MAKE YER 
EARS BLEED 
- LOVELY! 

A point I really liked about Grand 
Theft Auto was its soundtrack. 
There's none of the usual 
repetitive, monotonous, played 
for hours on end collection of 
tunes here - the amount of 
music involved is huge. How on 
earth they got the game and 
that many tunes on one CD is 
amazing, to say the least. Most 
of the tunes are in the American 
hip hop and thrash rap style, or 
'gangsta rap', as some people say. 
and all have been carefully 
chosen for suitability. They are 
alt ‘real’ tracks, taken from an 
assortment of different albums 
and artists, and just for you lot. 
I’ve included a small selection of 
them to give you an idea: Da 
Shootaz - Grand Theft Auto'. 
Slumpussy - ‘Gangster Friday*. 
Ghetto Fingers - On The Move’. 
Reality Bubble - Days Like These, 
Stikki Fingerz - ‘4 Letter Love'. 
Retrograde - Benzoate’, and 
Bleeding Stump - Just Do It’. 

There are an amazing twenty 
plus songs for your listening 
pleasure, so get that volume up! 


ou know the scene, you’re 
at a stand still, there are 
lines of traffic as far as 
the eye can see, in both directions, 
there’s a black cab driver crooning 
along to Classic FM on one side, and 






a yuppie ranting loudly on a mobile 
phone (mainly to make sure 
everybody else knows that he has 
one!) on the other. You’ve kept it 
calm so far, you've smoked all yer 
fags, counted up to several 
thousand by now, and run out of 
whale song tapes. Soon enough 
you're gonna scream yer little 
heart out, put the pedal to the 
metal and hammer straight down 
the pavement, leaving a trail of 
blood, brains and insides a hundred 
yards long! 

Well, with that in mind, I think 
you're ready for a taste of automotive 
mayhem in the guise of Grand Theft 


Auto, the most extraordinary driving 
experience around. 

That’s right, we're not talking 
about going round and round the 
same old featureless track, with the 
same views and the same cars. We’re 
talking about an incredible three 
entire living, breathing, cities, 
complete with cars, cops, bikes, 
pedestrians, alleys, parks - and drug 
dealers. Not to mention that the 
whole thing is in glorious twenty four 
bit colour, in real time, and in Super 
VGA! Believe it or not this game has 
around six THOUSAND miles of roads, 
streets, alleys, and dead ends for 
your driving pleasure. 



JRDM MOWING DOWN PEDES TRIANS. TO SORTING OUT THE BOSS’ EXCEEDINGLY MESSY DRUG PROBLEMS 
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Mind you. this game could have a lot 
of righteous people up in arms. 

There are those who would have us 
believe that this kind of game could 
eventually drive some folks to go 
out and do such things in real life - 
as if. And anyway, after you’ve just 
committed the heinous crime of 
splatting a pedestrian on the 
sidewalk, or taking out a biker, you’ll 
find that if you hang around for a 
while a selection of emergency 
vehicles will appear on the scene 
pretty quickly, and that the victim 
will nine times out of ten will make 
a full and complete recovery. Well, 
that’s presuming of course that 
somebody (l was at home with the 
kids officer, honest) doesn't steal the 
ambulance in the first place. It’s 
really amazing, every single vehicle 
in this game can be nicked, and I 
mean EVERY vehicle! 
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If you want hours of 
gameplay. some excellent 
tunes, fast moving action 
and really fluid graphics, 
this is definitely 
the one for you! 


Gi’s a Job! 

In Grand Theft Auto you are a lone 
mere on the payroll of the biggest 
and most dangerous criminal family 
in the city. As such you’ll be up 
against all sorts of organisations, 
the major one being the law 
enforcement agency, the most 
feared of them all, and then of 
course there’s the other crime 
families - all out to put you at the 
bottom of the river - and numerous 
smaller gangs, Hells Angels, teenage 
street gangs and so forth. 

If all this is starting to worry 
you a little remember, to help you in 
your missions, you have a 
monstrous choice of over two dozen 
cars, including VW Beetles, 

Porsches, Beamers, pick-ups, an 
array of motorcycles, jeeps, and 
loads more vehicles I don’t even 
know the names of! 

To get jobs you must make your 
way to a specific location - usually a 
line of roadside phones - which will 
give you some instructions. The first 
task for instance is to go and pick 
up a dumped car before the police 


find it. There is one essential 
feature to aid you in this, the arrow. 
This simple direction indicator points 
toward your goal, wherever it is. but 
it’s not a navigation device, and will 
not help you find your way round the 
city. The best way to do that is just 
to spend a short while driving round 
and learning the layout. 

Anything Goes 

How you go about playing the game 
is also totally up to you. There are 
working traffic lights, stop signs 
and all the usual paraphernalia of 
road safety. Most of the other cars 
are legally owned and carefully 
driven, so if you want to be a 
responsible and polite road user, 
then great! But on the other hand, 
there’s nothing quite like running up 
to some unsuspecting soul, ripping 
his door open, dragging him out by 
the hair, and then rocketing off 
down the freeway leaving a trail of 
rubber and intestines (if there are 
any pedestrians handy that is) 
strewn across the tarmac. But 
beware, the cops in these cities are 


among the most dangerous 
and efficient of them all: if 
you start running down the 
plebs and double parking and 
you're looking at some serious 
attention. If they get really upset 
with your anti-social driving habits, 
you can expect to see roadblocks, 
and fully armed officers quite happy 
to shoot you dead! 

Dotted around the place are 
numerous power-ups, these are 
usually in the form of crates, which 
when driven into will offer a 
selection of bonus items, like 
pistols, machine guns, and body 
armour, to name a few. Yep, you 
guessed it, if all else fails you can 
leap out of the car and run around 
like a manic mowing down 
everything that moves, people, 
cars, even some buildings! 

I liked this game so much, I even 
got behind in my work ’cause I couldn't 
stop playing it. If you want an original 
concept, that's combined with hours 
and hours of absorbing game play 
then get hold of Grand Theft Auto , 
you won't regret it! Graham 


STOCK UP ON A LL YQ UR FAVOURITE HARD WARE AND REDNECK GEAR AT THE SUBTLY-NAMED GUNS N AMMO’ 
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Commandos 


PUBLISHER EIDOS DEVELOPER PYRO STUDIOS PRICE £44.99 RELEASE OUT NOW WEBSITE www.eidosgames.com 


COMMANDOS 

An elite squad of troops set out to demolish some of the most heavily defended 

military outposts in the world. Sounds like huge fun already. 


COMMANDOS FEATURES SCREEN A FTER SCREEN OF DETAILED AND HISTORICALLY ACCURATE HIGH-RES 


he idea of having lots of men 
running around with big guns 
killing as many baddies as 
possible is hardly an original idea. In 
fact, it has been explored in multiple 
genres. After all, it is the basic idea for 
what is probably the best game ever 
made: Quake II. But in all the excitement 
in the office multiplayer games, we 
rarely take the time to think about a 
strategy. Commandos takes this basic 
idea from Quake and mixes it with a 
very complex strategy element, whilst 
also adding plenty of realism. The result 
is an engrossing, highly enjoyable game 
of tactical strategy. It’s just a shame 
that it's so hard - it would almost be 


easier to actually storm the area 
yourself, armed with a tea spoon and a 
rubber duck! 


Only kidding 

It is late 1940, and the Germans are 
concentrating their forces in northern 
France, preparing for their imminent 
invasion of Great Britain. With the 
situation looking bleak, Lieutenant 
Colonel Dudley Clark puts together a 
unique special unit consisting of the 
most intensively trained men, 
skilled in the usage of all kinds of 
weapons and equipment. Guess 
what? You are the lucky individual 
assigned to guide them through their 
series of highly dangerous missions, 
burdened with the responsibility of 
having the outcome of the war 
resting in your hands. 

So, you have a team of six 
of the best men England 
to offer at your 
I throughout 
each mission, though 
there are very few 
missions that 
actually allow you to 


control them all at once. You will 
usually start each mission with only 
two or three team members, but 
because each team member has his 
own specialty and carries his own 
different set of equipment, the 
members that you start with will 
always have a specific part to play in 
that level. This causes some problems, 
because if one team member happens 
to kick the bucket before he has played 
his part, then you have no choice but 
to abort the mission and try again. 

This could be considered as either an 
annoying feature or one that helps to 
provide an enhanced element of 
strategy and caution. Personally I 
found that it mostly bordered on both, 
working both for and against the game. 
It would certainly go down as a plus 
point if the game was not so difficult. 

Hard as nails 

Commandos' emphasis is very much 
on being as stealthy as possible. This 
means carefully choosing between 
weapons, using quieter tools of death 


(such as knifes) wherever possible, 
picking up and carrying the bodies 
away so as to not raise any alarms, 
and far more subtle things such as 
making sure not to leave footprints in 
the snow. Each enemy soldier has his 
own field of view which you can check 
at any point to make sure that you 
will not go wandering off aimlessly and 
set off the alarm. Perhaps the best 
feature is that you can split up your 
view screen into six different screens, 
so you can keep an eye not only on all 
of your men, but of alert enemy 
guards and key areas in the mission. 

The game, at least as far as health 
levels go, is amongst the most realistic 
around - only a fool would send in one 
of his best men to try taking out a 
three man patrol face to face. Patrols 
such as these must be dealt with 
strategically by cutting down the size 
of the patrol one by one, using your 
sniper, grenades, or by luring them 
into things such a man traps. It's also 
best if you can take out the enemy 
quickly, because a shout of 'alarm' can 
bring all of the surrounding guards 
rushing to that point. The members of 
your team are pretty versatile, and 
between them there are literally 
hundreds of different moves and 
weapons available. These include 
everything from burying yourself 
under the snow and scuba diving, to 
cutting through wire fences and 
driving various vehicles. 

Plenty of time to kill? 

With 24 missions available, I can 
guarantee that most of you won’t 
have finished this after several 
months. In fact, I'd be surprised if 
you had even got off the first couple 
of missions. Yes, this is most 
definitely a 'mission a month’ game. 
But as frustrating as it is to 
constantly have to restart over and 
over again, you never lose your 
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patience so much that you want to 
turn it off, because with each fresh 
start comes a fresh tactic, which 
(more times than not) will manage to 
get you just that little bit further. 
Each mission is totally chock-a-block 
with brain-taxing situations, which 
makes for some excellent gameplay. 

While it does have a separate and 
different multiplayer option, the single 
player mode can often draw crowds of 
back seat players, where each of you 
puts your own plans into effect - 
simply getting past the first obstacle 
can take days - so while the actual 
maps themselves are of a standard 
size, the fact that progress can take 
such a long time means that the 
actual game time is huge. 


A bullet in the head 

Despite all its many great features, 
there are sadly too many negatives to 
place Commandos in the 90+ league. For 
instance, each of the enemy soldiers 
seems to be able to shoot a far greater 
distance than you. Though you do have a 
sniper in your squad, he can only fire a 
very limited number of shots - it all 



means that the game can at times 
seem hugely unfair. 

The control system is also a little on 
the awkward and unresponsive side. You 
basically have a 'use' or ’do’ button, and a 
cancel button, which often means that 
when you start getting shot at, your 
marine is forced to hesitate before 
running for cover as you desperately click 
around the map until you realise that 
you've got your pliers selected. It may 
have been better keeping the left mouse 
button free for movement and the right 
button for using items in your inventory. 
Still, if you get into this situation you 
probably wouldn't have much of a chance 
of getting out of it anyway. 

The face of war 

Graphically Commandos is very good. 
Every map is pretty detailed, with 
replicas of the buildings and vehicles 
of the time, while each map looks 
extremely fresh and very different to 
the previous one. The buildings and 
scenery are particularly impressive, 
while the flowing water effects are 
also very good. Sadly the isometric 




YOU CAN BLOW UP THE BUILDINGS. STEAL THE VEHICLES AND. STILL GET AWAY WITH IT. 


viewpoint does sometimes mean that 
your view is blocked by some of the 
buildings, though it only becomes 
annoying when it is blocking the view 
of an enemy patrol. 

The sound is a different matter 
altogether. The spot effects are great, 
but your marines’ accents become 
laughable after a very short period of 
time, often sounding more like 
farmers than the hard-core military 
men you might expect. 

Ultimately Commandos is a game 
that I found very hard to put down. 

The combination of brain-taxing 
strategy with the fun of watching a 
well-placed time bomb take out seven 
or eight baddies works a treat, but 
many of you who don't have the 
determination or persistence to try 
out different tactics won't get the 
most out of the game. If you're one of 


COMMAN-DOZE 

If you are the type of person who 
likes to shoot your way in and out 
of trouble, then Commandos may 
not be the type of game for you. 
While the game relies heavily on 
its strategy content, the action is 
there but in small doses only. If. 
on the other hand, you're less of 
an action man. don’t worry - 
because while it is played in real¬ 
time. the strategic of you will be 
able to avoid frantic 
confrontations entirely. 


these people who’ll probably throw it 
away when realise you can't get past 
the first mission, then take a look at 
Army Men. Otherwise, you can be sure 
that you're getting value for money, 
even if it does come at a hefty £45. Will 
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VERDICT 


Far too difficult for its 
own good, but otherwise 
a great game that’ll 
keep you coming back 
again and again 
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I Final Fantasy Vll _ 

| PUBLISHER E1D0S DEVELOPER SQUARESOFT PRICE £39.99 RELEASE OUT NOW WEBSITE www.squaresoft.com 



The acclaimed PlayStation title shakes its console birthplace shackles 

and brings its masterful Japanese design, 
classic story-telling RPG action to the land of the PC. 



inal Fantasy Vll is 
more of an 
experience than a 
game. Such claims 
are more than 
tired hyperbole, 
and to class Final 
Fantasy Vll as a 
normal RPG is a 
big mistake. The 
long-running 
console series 
made Square a 
household 
name and 
great 

friends with 
Nintendo in their 
native Japan - that 
was until Final 
Fantasy Vll headed 
towards the 
PlayStation and PC 
rather than the 
Nintendo 64. The 
benefits of the game 
being ported to the 

ue One 


PC are obvious - the PlayStation dual 
speed CD drive and scarce memory just 
can't compete with a hi-resolution 
monitor and 3D acceleration. 

The introduction to the game is a 
beautifully rendered scene-setting 
extravaganza, with panning cityscapes 
fading in and out while the theme tune 
hums along to the lengthy gaze into 
space. The city of Midgar is revealed via 
multiple camera angles and the detail 
lavished by Square's staff on the hi-res 
plumes of smoke and moving trains 
gives even the finest LucasArts renders 
a hard time. The camera suddenly 
comes to a halt and a character jumps 
out of a train. The game is now playable, 
and the intro is blended into rendered 
background graphics. 

Walking allows more freedom, and 
you realise that the environment looks 
the same as the cut scenes, making play 
very smooth. The fact that you can 
climb ladders, traverse huge buildings 
and venture into so many houses and 
modes of transport makes exploring the 
game world intuitive, and the difficulty 



level of FFVII eases the beginner and 
Square veteran alike into the land of 
Final Fantasy without hassle. If ever a 
game was appreciated by masters yet 
loved as a first RPG, this is it. Perhaps 
it’s just luck that the first Final Fantasy 


game to make it to the PC shows the 
epic series at an unbelievably high water 
mark in terms of technological prowess 
and gameplay. From the humble training 
walkabout in the first half hour of play 
to the multiple story-lined tales of love 
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and war that gently unfold, you’ll feel 
nothing less than truly compelled. 

Moving on 

Your first task is to guide your 
character, Cloud Strife along with a 
gang of social misfits. Also present is 
Barret - a Mr T lookalike with a gun for 
an arm. He has a child too, which seems 
a bit amazing given his stupidity. Other 
members of the gang, called Avalanche, 
live secret lives in the midst of a strict 
government. The aim of Avalanche is to 
save the city of Midgar from pollution- 
spewing reactors which are killing the 
city and blocking the daylight, leaving 
the place looking like a mishmash of 
Blade Runner and a medieval fantasy 
land which magically changes from dark 
to light as the game goes on - a subtle 
touch and an example of the visual 
cinematic drama. The Avalanche group 
plan to halt the pollution by destroying 
the reactors, and your task is to join 
Barret and chums in destroying a Death 
Star-esque reactor. You have to fight a 
mechanical spider in a turn-based 3D 
scrap by good use of spells and 
defending techniques. The screen then 
pans out and an external view of the 
explosion can be seen in all its glory. 

Initially Cloud Strife is a loner, but up 
to ten characters can be controlled, 
weaving plot lines of novel size. Text 
appears on screen in dialogue boxes, and 
you progress through conversation by 
tapping a button to move on, stopping 
for a bit of careful consideration when 
confronted with conversation options or 
decision points. The friendly menus will 
mean that most people can get into the 


story and control it without even having 
touched an RPG of any description, and 
considering that by the climax of the 
quest you will have passed so many 
requirements needed by an RPG expert, 
it’s a miracle. The learning curve starts 
at what must be a minus fifty rating and 
is up in the thousands by the end. Ask 
any RPG player about Japanese RPGs and 
they’ll whine on about how the games are 
badly translated, with lots of poorly 
realised cultural references. Square are 
guilty of this, and when fairytale heroes 
in the game start spouting vernacular 
slang like devotees of gangsta rap, it is 
cringeworthy - however, it doesn’t 
detract too much from the fairytale 
proceedings. Strangely, only Barret has 
this type of accent and dialect, with a 
penchant for double negative speech, 
kinda-like doncha know kiddo. It's a 
small price to pay though; the plot is 
outlined clearly and is easy to 
understand, but it’s not the literary 
masterpiece you may feel the original 
Japanese version might have been. 

Square's creation has had immense 
talent lavished on it, with a record level 
of artists and computer equipment 
used. Square became the biggest 
customer of famed computer creators 
Silicon Graphics. The game intro and cut 
scenes wouldn't look out of place in a 
cinema. The diversity of game styles is 
like an action film too. Certain scenes 
have sub-game-like sections that 
require you to take part in an arm 
wrestling contest, surf extreme style 
in the snow and race around Midgar on 
a motorcycle, which is actually a 
genuine Honda. Variation like this makes 




Final Fantasy a game which doesn't 
adhere to its genre completely, and has 
been created purely with the gamer in 
mind. You will rarely get bored because 
when there is a problem that you can’t 
solve, you can always scout around for 
new clues or head elsewhere. 

Large birds 

The characters all become familiar 




within a couple of hours of playing, and 
this is purely down to their intelligent 
creation. Even the modes of transport 
are memorable, with vehicles such as 


airships, bikes and large yellow birds 
(known as Chocobos) which you can ride 
on to traverse the game map. Some 
gamers may draw comparisons with 
the Zelda series of games, but although 
Final Fantasy VII may be similar in 
concept, the style and design of the 
two titles are completely distanced 
from each other. Ironically, when the 
PlayStation received the game, it was 
the deepest console experience ever, 
and compared well to the life spans of 
PC games, which were typically 
atmospheric rather than cute 
platformers (as was the considered 
diet of console gamers). 

FFVII is the finest and most 


original RPG well see before the next 
millennium. Final Fantasy is here, and 
it's never going away. Hopefully it will 
show Western developers that PC 
RPGs can be appreciated by 
everyone and not just the anorak- 
clad sectors of the market. 


A joyous game that deserves all 
the credits, accolades and praise 
that has, and still will be heaped 
upon it. Richard 
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to experience - a 
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Age of Empires _ 

PUBLISHER MICROSOFT DEVELOPER ENSEMBLE STUDIOS PRICE £39.99 RELEASE OCTOBER WEB SITE www.microsoft.com 



Out of the mists of time comes Age Of Empires, the strategy game of warfare 

and world domination set over the 10,000 years that have followed since 
the last Ice Age as mankind settled and developed society and culture. 




he game Civilization was 
such a success when it 
originally came out and is 
still popular to this day, even though 
the design is basic and there are 
plenty of flaws. The popularity of this 
type of game has carried through to 
the developers, spawning many 
lookalikes which all have a slightly 
different slant on the same theme. 

The idea of the game is to build 
a small tribe into a mighty 




civilisation to compete for world 
domination. At the start your tribe 
exists in the Stone Age with only a 
few villagers and little knowledge of 
the surroundings. To survive you 
must multiply and explore. Unlike 
some of the 'humourous' titles in 
this genre such as Constructor, you 
do not see any evidence of this 
breeding. In fact there are no 
women at all in the game - the only 
people in skirts are the priests, 
which is rather unrealistic. As you 
spread your masculine hoards 
across the square map, more and 
more land becomes visible. The grey 
shadowy land areas refer to 
territory that players have explored 
but cannot see until they are in the 
area again, which is a nice touch. 


Your villagers collect resources for 
building and hunt for food to 




THE RE ARE MANY WAYS TQ WAG E WAR ON YOUR EN E MI E S . AND SURPRIS E ATTACK TENDS TO W ORK W ELL. YOU HAVE TO USE TACTICS TO BE ABLE TO GET VERY FAR IN THIS RAME - IT’S NflT Al I ARflllT MIRHT 


I PLATINUM ULTIMATE PC I Issue One 


















Age of Empires 1 
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IRON AGE 


Menu 


Chat Diplomac 


enable the tribe to expand. Fish, 
deer, lions and elephants all provide 
for your energetic tribesmen. The 
more wood, stone and gold you 
collect the bigger and better 
structures you can build, though 
often they will have to be 
researched first, and soon you will 
be able to advance to the Tool Age 
and beyond. 

The gameplay is varied: Single or 
Multiplayer, Campaigns, Scenarios, 
Death Match and Random Map allow 
for plenty of challenges, though the 
game lacks a linear progression like 
Dungeon Keeper, so you never really 
get the feeling that you are going 
to 'complete' the game. Each game 
type has more than one way to win, 
which can be a bit annoying. There 
you are trying to invade and 
conquer, doing things the proper 
way, and some other guy comes 
along and collects all of the 
artifacts and wins! 

430 18^1050 ^700 VI200 

siH. 

X 



Age Of Empires is the next step in 
this exciting saga and it will no 
doubt prove to be as inspirational as 
the likes of Civilization, Warcraft 
and Command & Conquer. The main 
strength and attraction of Age Of 
Empires is definitely the animation. 
It's surely the best I have seen from 
these types of games: fluid, realistic 
and believable. 

The graphics overall are 
excellent, though I wish the boats 


wouldn't turn so sharply. It would 
have also been good if you could 
arrange your troops in a more 
orderly fashion with greater ease. 
Other than that the game is 
excellent, especially in single player 
Random mode. David 


ONE OF THE MAIN THINGS THAT MAKES AGE 
OF EMPIRES GREAT IS THE BEAUTIFULLY 
RENDERED LANDSCAPES AND BUILDINGS. THIS 
SHOT IS A TYPICAL SCENE FROM THE GAME 
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A good game, though not 
terribly original. Age of 
Empires does have a few 
minor flaws which rob it of 
the real high scores 
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Total Annihilation __ 

PUBLISHER GT INTERACTIVE DEVELOPER CAVEDOG PRICE £39.99 RELEASE OUT NOW WEB SITE www.totalannihilation.com 





Probably the best real-time strategy game available on the market. TA brings 
excellent graphics, a 3D engine, tons of units and plenty of maps. Here we 
compare it to Dark Reign to give it some perspective. 


have, at last, two 
serious challengers. 


Game Options 

In terms of the modes of play, trying 
to differentiate between Dark Reign 
and Total Annihilation is pointless, as 
both games offer much the same mix; 
single player campaigns, individual 
skirmishes and of course the usual full 
compliment of multiplayer options - 
including options for network, Internet 
and direct modem-to-modem play. 


ommand and Conquer set the 
real-time strategy genre 
alight and reached a massive 
audience thanks to its superb graphics, 
action-filled levels and ease of play. As 
a result an army of similar titles have 
subsequently been released. 

Most of these have sadly 
failed to capture the simplistic, 
but compelling essence of 
Command and Conquer, 
but in Dark Reign and 
Total Annihilation we 


Both games can also boast dozens of 
different units - a lot more than in 
CSC - and, unlike in CSC, they're more 
finely balanced so that each one has 
its own strength and weaknesses. In 
CSC, for example, the infantry were 
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ONE DAY ALL TH1S.WILL BE REAL . WAR WILL TAKE TO THE HEAVENS AND IT WILL BE EVERY MAN FOR HIMSELF 


next to 

useless and had no real strengths to 
speak of, but in these two new real¬ 
time titles, each unit has some use. 

Players also have much greater 
control over these units, thanks to 
the improved command options that 
allow players to be more specific in 
orders they give out. For example, in 
Total Annihilation players can control 
whether each unit will return fire, hold 
fire, or fire at will and whether it 
manoeuvres until it meets the enemy, 
remains in the same position, or hunts 
down the nearest enemy. Such levels 
of command take the real-time genre 
to a much higher strategic level. 

Improved AI 

One of the disappointing things about 
CSC was the AI. Although Red Alert 
saw a number of improvements, the AI 
in both Westwood games was poor. The 
computer never amounted to much as 
an aggressor and once players had 
established a base it was difficult for 
them to lose. In both Dark Reign and 
Total Annihilation 
a much improved AI is 
evident. As players progress 
through the single player 
missions they become 
increasingly difficult 
and will put player's 
skills to the test. 


The main thing that stands Dark 
Reign and Total Annihilation apart 
from CSC and all the other clones of it, 
is the 3D terrain. With maps littered 
with trees, hills, valleys and rivers, 
players can make real advantage of the 
terrain standing around them, either 
offensively or defensively. Total 
Annihilation's 3D terrain actually works 
best, having a pretty dramatic effect 
on the strategies and tactics players 
have to employ. For instance, high 
ground can be used to extend units' 
firing range, whilst hills and trees are 
ideal for concealing troops. Dark 
Reign's 3D environment also has similar 
effects, although not to the same 
effect as that seen in 
Total Annihilation. 
Graphically, with superbly 
animated units, impressive 
3D maps and some 
excellent special effects 


(especially the explosions) Total 
Annihilation just about manages to 
overshadow Dark Reign , but this is 
certainly not to say that Activision's 
offering doesn't look breath-taking itself! 

The Winner? 

Both titles are an improvement on CSC: 
Red Alert and both will pave the way for 
some stunning new real-time titles in 
the future. They're not the new 
revolutionary products we were hoping 
for, but they push the genre along nicely 
and are well worth purchasing. Jon 
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The best real-time strategy 
title currently on the 
market. Smart graphics, 
challenging gameplay and 
super sound make this 
a classic 
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Unreal 


PUBLISHER GT INTERACTIVE 

DEVELOPER EPIC MAGAGAMES 

PRICE £39.99 

RELEASE OUT NOW 

WEB SITE www.unreal.com 



With a string of first-person shooters set to be released soon, 

GT are the first to arrive with Unreal. The question is, have they hyped it up too 
much or does the name of the game really suggest how good it is? 




D here's been quite a lot of 
hype surrounding Unreal' s 
release. The fact that it's 
been in development for a such a long 
time has created hype by itself, and 
coupled with GT's publicity, this has 
made it one title which games players 
all around the world have been waiting 
for. However, the same goes for Half- 
Life, Sin and a collection of other 
first-person shoot-'em-ups. Still, 
they're not here yet, so let’s look at 
what is. 


After being involved in a 
rather nasty crash in a 
prison transport vessel, 
you wake up inside your 
cell with the plasma 
defence gates which were 
meant to be holding you 
captive no longer active. 
It's your chance to escape 
and you intend to make 
the most of it. Obviously, 
in this kind of situation 
you wouldn’t have a gun 
handy in your back pocket, so the 
developers decided they would like the 
player to search for their first 
weapon. This is a good idea and gives 
you the opportunity to investigate 
your surroundings as well as get to 
grips with the controls. They're 
basically the same as any other first- 
person shooter, so if you're familiar 
with games such as Quake and Doom, 
you’ll pick up Unreal's control system 
almost instantly. 

After about five minutes of 
moving through a few corridors, 
opening a couple of doors and 
walking up and down flights of 
stairs, you’ll come across your 
first weapon: a basic, but vital 
Dispersion Pistol. By this time 
you’ll have had a chance to take 

in the amaung graphics, which 
are provided courtesy of the 
Quake II engine. Unreal's texture 
mapping is fantastic and as in 

Quake II, amazing detail can be 

seen in the walls, floors and on 
objects. In fact, I'd even go as far as 


saying that Unreal looks better than 
its current main rival. One noticeable 
feature is the use of reflections on 
the floor, which Quake II didn't offer. 
This, along with a selection of other 
effects, makes Unreal look all the 
more impressive. 

Although some of Quake /I s 
missions took you out into the open, 
most were based indoors, but things 
are very different in Unreal. Because 
the game is based in another world 
and not in space, a lot more freedom 
has been allowed when creating 
environments. Now we see bright 
blue skies, animals running around 
(kill them!), green grass, trees and 


earth structures such as huts and 
even a church. If you’ve played 
Turok: Dinosaur Hunter, you'll notice 
some similarities. 

They won’t stop! 

Enemy artificial intelligence is a big 
part of gaming these days, and 
you'll be glad to hear that the 
creatures in Unreal are pretty 
smart. They’re certainly not scared 
of you, and as soon as they hear a 
shot fired (or are shot), they won't 
hesitate in charging at full speed 
into your face. It’s incredibly 
difficult to out-run them, as they'll 
chase and chase until they get you! 
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Razor Jack. The fun doesn’t stop 
there though. Unlike Quake II, 
instead of having just one fire 
button for each weapon, Unreal 
features two - a primary and 
secondary firing mode. Most of the 
time, the secondary mode uses up a 
lot more ammunition, but it's an 
excellent feature which works 
brilliantly. For example, the 
developers have been able to create 
the 8-Ball Launcher, which with the 
primary firing mode shoots out 
rockets and in secondary propels 
grenades - excellent fun! This 
weapon also has a heat-seeking 
facility which is great when the 
enemies attempt to avoid a shot by 
running around a corner. 

Wet your pants 

As well as the graphics, Unreal 's 
music plays a major part in setting 
the scene, and selected parts of the 
game will have you on the edge of 
your seat, waiting in anticipation for 
something to happen. Radical 
movement of the mouse to look in 
every possible direction for danger 
is inevitable. When the music 
changes from a tranquil summer 
tune to a faster, deeper and more 
aggressive soundtrack, you know 
it’s time to keep your finger on the 
trigger! Selected sound effects are 
also quite disturbing, and you really 
want to avoid entering a building or 
opening a door after hearing 
screams from what sounds to be a 


massacre of another one of the 
poor, innocent Nali. When these 
sound effects are mixed with 
pumping music, flashes of light and 
rumbles which actually make your 
character move, it makes for an 
incredible experience. 

Throughout the game, you will 
come across translator messages. By 
reading these you will not only be able 
to understand the game’s story more 
easily, but also gain some vital 
information which can help you to 
complete another section of the game. 
Another point which should be raised 
is that there are no actual missions. 
The game is constantly on the move 
and it's a straight run from start to 
finish, with the odd exception for 
loading different parts of the game. 

So, the big question is, how does it 
fare against the current king, Quake 
IH Well, in most respects, Unreal is a 
far superior one player game. Its 
weapon system, for starters, takes a 
lot of beating and the gameplay has 
been excellently thought out. 

Although action isn’t always around 
the corner, you appreciate the short 
breaks from the heart-thumping 
encounters which you're forced to 
endure. The bright outside settings 
help the game tremendously - 
something Quake II never really had 
due to its setting. 

Yes, as a single player game, 

Unreal is the best yet. As for 
multiplayer - well, you'll have to 
check it out for yourselves! Simon 


A lot of dodging is required to 
successfully eliminate a challenger, 
even in the first areas. 

They don't all have legs to run 
with though... In the earlier settings 
there are creatures stuck to the 
ceiling that will thrust deadly darts 
towards you. Running straight past 
them will result in the loss of a lot of 
life, so shooting them down is vital 
to keep you healthy for the 
opponents who can run after you! 

As you progress in the game, as 
well enemies, you will also stumble 
across the Nali - creatures with four 
arms. They roam the land they once 
owned, and as you'll notice, get very 
scared at the sight of a gun. Often 


you'll enter an area 
where mutants are 
just killing them, 
one at a time. 

Other locations will 
show them hung up to die (you should 
put them out of their misery). If you 
come across a live Nali, they'll 
sometimes help you into a secret area. 
More than often though, they’ll just 
get in your way and you can watch as 
their head flies off into the distance 
thanks to your unfortunate (although 
sometimes deliberate) shot. 


Blow ’em away 

If there’s one part of a first-person 
shooter that gets everyone excited, 
it’s the selection of weapons. Unreal 
boasts ten, starting off with a basic 
pistol and moving up to more 
destructive guns such as the 
GESBioRifle, 8-Ball Launcher and 
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PUBLISHER EIDOS DEVELOPER CORE DESIGN PRICE £39.99 RELEASE OUT NOW WEB SITE www.core-de 5 i 9 n.com 
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At last! After all the waiting it's finally here - 

we get to try out the new and improved Tomb Raider. 
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has an awful lot to live up to, 
especially if it is a sequel. Take the 
latest Batman movie for instance. It 
had a huge amount of pre-launch 
marketing and merchandising, 
’gorgeous' George Clooney appeared 
in every magazine in the world, 
there were adverts everywhere, 
and more general hype than you 
could shake a stick at. But when 
the film was finally released it 
proved to be a big disappointment - 
and it flopped at the box office. 

This is the fate I was afraid 
might await 77?//. How could 
anything possibly live up to the 
incredible publicity 
surrounding the 
release of this game?^ 

There is of course 
only one answer 
to that 
question: the 
^ sequel game 


had to be so I 
amazingly 
brilliant that it I 
surpassed not I 
only its 

predecessor, but 
i also surpassed 


MORE CRAZY LARA ANTICS ON A SULTRY 
NIGHT IN DOWNRIVER VENICE 


omb Raider II: The Dagger 
of Xian has been the 
subject of more hype and 
advance publicity than any other 
game ever. Every games magazine 
has been running previews, work- 
in-progress reports, and just plain 
waffle for the past three or four 
months, trying to spin ever more 
lavish articles out of the scant 
information available. The problem 
with this level of coverage, of 
course, is that when the finished 
product finally hits the streets, it 


the expectations generated by all 
the media coverage. Have they done 
it? Is Tomb Raider II everything we 
hoped it would be? Can anything be 
that good? Well I have now played a 
pre-release copy of the new game, 
and I am delighted to tell you that 
the answers are yes, yes and yes. I 
am happy to report that Tomb 
Raider II: The Dagger of Xian is 
totally brilliant and 
unquestionably the best game 
to appear on the PC this year./tSj 
Whew! What a relief! / * 


Home sweet home 

Those of you who have / 
become regular 
readers of UPC will 
have seen the 
Tomb Raider II 
preview 
supplement 
which we gave 
away free with 
issue two, and 
will already 
know about 
most of the 
new features 
to be found 
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in the game. You'll also 
have seen pictures of 
some of the new levels, 
but all the screenshots in 
the world can't convey the 
feel of the game, how it 
handles, and how addictive it is. For 
this I can only recount the following 
anecdotal evidence. When I arrived 
in the UPC office on Monday 
morning, Jon Evans, our editor, 
handed me a package, saying "Here 
Cliff, you did the preview, can you 
do the review as well? It's Tomb 
Raider II." Within about ten minutes 
I had it installed, and after a brief 


T H I S PRODUCT IS D E FINIT EL Y NOT ENDORSED BY TH E VENIT IAN TOURIST BOARD - BUT HEY. THEY GET ENOUGH PURI IHITY AS TT TS 


Is Tomb Raider II everything 

we hoped it would be? 


was wrong. I've had an easier time 
trying to give up smoking than 
trying to switch this game off. 

While the original game was by no 
means boring, the sequel has an added 
edge of danger and excitement which 
makes it completely irresistible. While I'm 
sitting here writing this review, I want to 
finish up so I can get back to the game. 
But I'll try not to rush too much.. 


visit to the vastly expanded Lara's 
Home section for a bit of a 
refresher course, I started on the 
first level of the game. A short 
while later, somebody nudged me 
said "It's time to go 
home..." I looked up. It 
was dark outside, and I 
suddenly realised I was 
starving hungry. I had been playing 
for about eight solid hours, and had 
completed the first two levels of 
the game. I thought I knew what 
'immersive gaming' meant, but I 


House and garden 

Trying to list the ways in which TRII 
is better than the original is going to 
be a long job; it's all better. Starting 
at the beginning, in Lara’s Home, you 
immediately discover improvement 
number one: outdoor locations. The 
blue sky is a huge dome above your 
head, with fluffy white clouds... 
Almost poetic, isn’t it? Then you 
look at Lara, and you notice 
improvement number two. Well, two 
and three, I suppose. The new-look 
Lara is a delight to behold, with a 
higher number of polygons giving her 
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Raider Ih 


Dynamic lighting. Flares, flames and 
muzzle flashes light up the scenery. 


Shallow water wading. Instead of just 
swimming, Lara can now go for a paddle. 


Climbing walls. Lara has learned how to 
climb and traverse vertical surfaces 
using handholds. 


Improved enemy AI. Now the baddies 
will come looking for you, so watch out! 


Controllable vehicles. Have fun and 
laughter with a boat and a snowmobile. 


Human enemies. Out go the gorillas, in 
come the gangsters. 


Costume changes. Lara gets to pose in a 
wetsuit and a flying jacket as well as 
her usual stuff. 


New weapons. Shoot harpoons. M-16 
rifles, auto pistols and more 


New moves. Lara has been in training and 
can now roll underwater and change 
direction in mid-air. 


Improved graphics. The game engine 


figure curves where before there 
were only corners, and the detail on 
her facial features is also much 
improved, especially her eyes. 

A quick turn around Lara's new 
back garden assault course (every 
home should have one!) will pay 
dividends later on, as there are a 
couple of new moves you should try 
and get the hang of before you need 
them, namely climbing walls and 
turning in mid-air while jumping. Try 
and avoid bumping into the Butler 
too often though, as it appears to 
disagree with his digestion! There is 
also a mystery in the garden, or 
more precisely in the maze, which is 
on the other side of the garden 
from the assault course. Near the 
middle of this maze is a tunnel, 
which leads to a box of flares and a 
switch. Press the switch and it 
opens a locked door inside the 
house. Run as fast as you can to 
that door and behind it you will 
find... Well, I guess you'll have to 
wait and see, won't you? 

Run for your life 



pulls a dagger from the dragon’s 
heart. As soon as he does so, the 
dragon collapses and dies. The 
monks then take the dagger and 
hide it in a secret place in the Great 
Wall of China. 


The scene then cuts to the 
present day, as Lara Croft abseils 
out of a helicopter into a valley near 
the Great Wall, and the adventure 
begins. From the opening frames, as 
Lara slides down a rocky slope into a 
cave, you can tell this is going to be 
good. The improvements to the 



animation of Lara Croft are obvious 
and her movements appear just a 
touch more natural than they did 
before. One of the first things you 
have to do on the first level is wade 
through a shallow pool of water, 


which is a whole new move in itself. 
After a bit of climbing around in the 
rocks, and a brief fight with a 
couple of tigers, you can make your 
way up to and inside a fortress on 
the Wall, and straight into a series 
of traps more fiendish than even 
the last level of Tomb Raider I. In 


has been tweaked to reduce some of 
the slight glitches in the first game 

More curves. A higher polygog^count 
has given Lara herself a more \ 
feminine appearance. 


The first level starts with an 
animated sequence of a vast battle 
in ancient Tibet between warrior 
monks and the invading army of 
imperial China, with a fire-breathing 
dragon fighting on the side of the 
imperial troops. One of the monks, 
badly wounded, lies dying as the 
dragon looms above him. Looking up, 
he sees a glowing light in the 
dragon’s chest. He reaches up and 



CAREFUL WITH THAT BAT. FELLA - YOU MIGHT TAKE SOMEONE'S EYE OUT... OR MAYBE NOT 


The team at Core Design have clearly 

learned lessons from TR I 
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the space of about a minute you 
have to flee from rolling boulders, 
hurdle scything blades, dodge spiked 
walls closing in on you, and leap over 
half a dozen pits full of spikes! It’s 
useful to note that you can save at 
any point in the game, and this is an 
excellent feature, but you don't 
have time to save when you are 
running for dear life down a corridor 
as the floor collapses under your 
feet! However if you survive all that 
you get a highly spectacular ride on 
a giant death slide as a reward. 

There are several set-piece stunts 
like this in the new game - including 
some excellent powerboat jumps - and 
they are timed to provide an exciting 
climax to the action. It is this level of 



attention to the details of gameplay 
which makes Tomb Raider II so good. 
The team at Core Design have clearly 
learned lessons from 77? / and have 
improved upon it in every way. 

Mined the gap 

The first section of the game is 
fairly short, really nothing more 
than an introduction, and before 
you know it you are whisked away 
to the canals of Venice. This section 
demonstrates one of the major 
changes in the new game - there 
are lots more human enemies trying 
to kill you than there ever were in 
TR I. There are many puzzles and 
more than a few nasty traps, but 
this level is mostly about fighting. 
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of pages trying to detail every 
great feature of this game, but this 
is a review, not a solution. The 
whole point of the game is that 
you’re trying to solve a mystery, 
and if I tell you the answers then it 
kind of defeats the object, doesn't 
it? I can give you a general idea of 
what to expect, and that is 
excitement, mystery, puzzles, traps, 
stunts and fighting all in large 
quantities, and all brilliantly and 
beautifully executed. 

The first Tomb Raider game has 
been in the top ten charts 
continuously since it was released 
and has been one of the biggest 
selling games ever. I hereby predict 
that Tomb Raider II: The Dagger of 
Xian will be even bigger, and 
deservedly so. Right, that's four 

pages, can I get back to the 
game now please? Cliff 


Lara starts the adventure with a 
shotgun as well as her trusty 
pistols, and both certainly come in 
handy on this level. There are a 
couple of other rather smart 
weapons to pick up as well, and 
you’ll get to be an expert at using 
them before you leave Venice! The 
powerboats which are your main 
mode of transport around the 
canals are a lot of fun: they handle 
well, and have an impressive turn of 
speed. If you press the action key 
(usually Ctrl) it opens the throttle 
and you really fly - which is 
necessary for some of the stunts - 
but watch out, as you can wreck 
the boat and injure or even 
kill Lara by crashing at 
high speed. Mind the 
mines, too! 

I suppose I could 
waffle on for 
another couple 


Maximum respect to Core 
Design. Lara Croft’s latest 
adventure is a masterpiece 
of amazing graphics and 
addictive gameplay 
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PUBLISHER ACTIVISION DEVELOPER ID SOFTWARE PRICE £39.99 RELEASE OUT NOW WEBSITE www.activision.com 


QUAKE II 

The best first-person shoot-’em-up in the world has just got 

a whole lot better and we visited publishers 
Activision to try it out for ourselves. 





“AAARGH! AAARGH! OHMYGOD! OH NO! WHAT THE HELL IS THAT! AGH!" THIS IS A TRANSCRIPT OF 
YQUR INTREPID REPORTER MEETING A TANK COMMANDER FOR THE FIRST TIME 




| ince the company was formed 
I in 1991, id Software have 
I developed some of the most 
exciting and revolutionary games ever 
to hit the PC. Starting with the now 
legendary Wolfenstein 3D, they pretty 
much invented the whole genre of 
first-person 3D adventures. Many of 
their games have achieved cult status, 
and the biggest and baddest of them 



all is Quake. For the past year it has 
reigned supreme, but not for much 
longer, because Quake II is here at last. 

Rumour has it that everyone at id 
software drives a Ferrari, and that 
John Carmack, the programming 
genius behind Wolfenstein 3D, Doom 
Heretic, Hexen and Quake recently 
gave his away as a prize in a Quake 
deathmatch. Well, I don’t think he’s 
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going to have to save up for long to 
buy another one. In fact he could 
even splash out a bit and get a 
decent car like a Maclaren FI. He’ll 
certainly be able to afford it once 
Quake II hits the streets. 

This game is as much of an 
improvement over Quake as that 
game was over Doom II. It is still at 
heart the same, game, with the same 
moves and at least some of the same 
weapons, but everything is improved. 
The graphics are awesome, the 
sound effects are terrifying, and the 
action could pose a serious risk to 
anyone with a weak heart. If it got 
much more realistic than this, 
you'd have to wash the 
blood off your hands 
after playing it. 

Your Mission 

The main difference 
between Quake II and 
its illustrious 
predecessor is the 
structure of the 
missions. Gone are 
the somewhat 
predictable 'find the 
key, open the door, 
kill the monsters, find 
the next key' scenarios. The 


new game features structured non¬ 
linear missions, with clear objectives 
that are updated as you progress 
through the game. 

The scenario of the game is that 
Earth has been attacked by an evil and 
aggressive alien race known as the 
Stroggos. You play a marine, part of a 
force sent from Earth to attack the 
Stroggos, in an attempt to disable their 
war effort. Along with the rest of your 
squad, you are dropped into the enemy 
world's atmosphere in a one-man drop 
pod. However, before you reach the 
surface, most of the drop pods are shot 
down, and yours is severely damaged 
and knocked off course. You crash land 
near the enemy city, only to find that 
almost all of your weapons have been 
destroyed, and so, alone and armed only 
with a blaster pistol, you have to carry 
out a task that an entire army have 
failed to do. But you are a Marine, and 
come hell or high water, you're going in. 

Eightfold path 

The missions are divided into eight 
separate units, each with a number of 
levels, and there are several 
objectives per level. You may 
have to return to some 
locations more than once to 
complete you mission, but 
you have your portable 
battle computer to tell 
you what to do next, As 
you complete each section, 
your computer is updated 
with the next objective. 
Along the way you will find 
the new weapons, power- 
ups, health and armour 
pick-ups which are 



familiar features of the genre. There are 
a huge variety of these items, including 
ten weapons, five types of ammo, five 
types of health boost, and five kinds of 
armour. There are silencers, backpacks, 
and eighteen different types of enemy 
troops, ranging from the relatively punt 
Light Guards to the awesome and almost 
invincible Tank Commanders. The 
enemies have been endowed with an 
advanced artificial intelligence, which 



enables them to evade your attacks by 
ducking or putting up shields, and to 
attack you from strategic locations. As 
you move through the levels, you have to 
be constantly on your guard for enemies 
hiding in ambush on overhead walkways 
and around corners. The enemies can 
also raise the alarm and call in 
reinforcements, so Ninja tactics are the 
order of the day. While you can run 
around blasting everything in sight, once 




CHAINGUN AT THE READY. YOUR INTREPID REPORTER SETS OFF ON A LONELY MISSION. DETERMINED 
ALALL COST TO COVER THE STORY 
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you get past the first couple of levels, 
this approach will get you killed pretty 
quickly once you get onto the harder 
missions. You have to think like what you 
are: a lone Marine in the midst of the 
enemy's stronghold. Be careful, or you 
won’t last very long. 


Pick a card 

Quake II uses an entirely new 3D 
engine called the Quake Unified 
Engine, which id might licence to 
some other software companies 
once they have had the chance to 
prove how good it is. It includes 



support for major 3D accelerator 
cards, including 3Dfx Voodoo and 
Voodoo rush, Videologic’s PowerVR 
PCX2 boards, and the Rendition 
Verite V1000/V2x00. Naturally it can 
also be run native under Windows 
95. The graphics produced by this 
new engine are phenomenal. The 
original Quake had dynamic lighting, 
but nothing like as good as the new 
one. The quality of the texture of 
the mapping and the light sourcing 
is brilliantly atmospheric, and the 
graphics have a marvellous feeling 
of solidity which adds to the feeling 
of being in a real place. The enemies 
are also well animated, with a 


higher number of polygons than 
those in Quake I. When they charge 
towards you, the sense of menace 
is almost palpable. 

Sounds awesome 

Another vast improvement in Quake 
II are the sound effects. When I 
visited Activision's UK offices to 
try out the game, they were 
running it on a machine with a 
really superb sound system 
including a sub-bass unit. This adds 
a whole new dimension to the game. 
While you are doing your highly 
destructive thing inside the 




IHE-ENEMIES A RE BIGGER. TOUGHER. .SMA R TER. AND..NASTIER THAN ANYTHING Y Qli HAYE SEEM.BEF.QfiE - F ROM FLYING THINGS TO UNSTOPPABLE CYBORGS W ITH BFGS. YO U MUST DEFEAT THEM ALL 
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enemy's base, the rest of the 
Earth's attack fleet are bombing 
the crap out of it from outside. If 
you find a window and look out, you 
may see an aircraft hurtle past on a 
bombing run, and the howl of high- 
powered jets followed by the 
concussion of exploding bombs 
sounds like the world coming to an 
end. The effect this has on the 
already intense atmosphere of the 
game has to be experienced to be 
believed. Quake II also features a 
pounding heavy metal soundtrack, 
which might have been Metallica, or 
might not have been. We just don't 



IHE HUGE NUMBER OF SCARILY I IT HIGHLY REAIISTIH 



know. (You can always turn it off if 
you have no taste in music.) If you 
haven't already got a decent set of 
speakers for your PC, now would be 
a good time to get some. They do 
make a huge difference to games 
like this. 

Run around 

No review of Quake II would be 
complete without mentioning the 
multiplayer facet of the game. In the 
past, I have often complained that 
some games seem to be designed for 
multiplayer network combat, and 
offer little for the single player. I 



-LOC ATIONS COULD TAKE MONTHS TQ RECOVER FROM 



hope I have conveyed the idea that 
Quake II is a superb single player 
game, and I can assure you that it is 
just as rewarding, if not more so, 
when I played in deathmatch mode. 
The game is designed so that you 
only need one copy of the game to 
play over a local area network. You 


can play arena matches on a number 
of maps from the single player 
game, with up to thirty-two people 
joining in a Deathmatch. I tried 
taking on a couple of the resident 
warriors at Activision's offices, and 
I am happy to say that I didn’t come 
last... quite. Cliff 
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id Software have done it 
again. Quake II is bigger 
faster louder smarter 
nastier and just plain better 
than anything else in 
the genre 
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